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66 THE DAILY LLAMA (Birth of Minters 
latest J 

From the snow-packed piste, the languid llama- 
lover continues telling us how IRIDlS ALPHA is 
coming along 

50 CAT AND MOUSE GAMES 

Gary Liddon gets trapped by a new graphics pac- 
kage called MOUSE AND CHEESE 

90 WHAT HORRORS LURK INSIDE TEH 
ZEN ROOM ? Gary Penn visits CRL and learns 
the art of Zen thought 

98 BUDGET GAMES SPECIAL 

13 pages all about the latest budget titles released 
this month 


HOT GAMES FOR JUNE 


1 9 LEADER BOARD 

The Golfing acti on/simulation from US GOLD 
knocks spots off the balls and gets a GOLD 
MEDAL 

24 BOULDER DASH Iff 

Yea, Rockford’s back, but in space this time with 
another Sigler 

77 LASER GENIUS 

Not a game, more a utility of life, GARY LIDDON 
awards the first ever ‘useful 1 GOLD MEDAL to 
Ocean/ Oasis for this programmer's dream 

1 00 HES GAMES 

Budget SizzJer number 1 . an older sports action 
compilation from AMERICANA given a cheep new 
lease of life 

1 14 SENTINEL 

AMERICANA score another Sizzler with this cheap 
re-release of the 'Star Raider 1 type game 

116 SLAM BALL 

Low Cost Sizxler number 3, another from 
AMERICANA, offers you a different kind of pinbali 
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7 EDITORIAL 

Roger Kean discuss the merits of lollipop sucking 

9 2ZAP! RRAP 

Lloyd Mangram heads the teem with your loners, 
carefull avoiding upsetting anyone with rude or 
controversial replies — some hope 

45 ZZAPJ CHALLENGE 

The Scorelgrd discovers another hopeful to take 
on Gary Perm at THE EIDOLON 

48 SCORELORD 

Best scores around, some of them even honest 

53 ZZAPJ TIPS 

G a ry Pe nn ta kes a tri p roun d th e h elpf ul hints pro- 
vided by readers, the team and himself, plus 
STAROUAKEmap 

64 COMPUNET ART GALLERY 

Ms Brigitte van Reuben looks at some more picto- 
rial offerings in her erudite, tucod manner 

69 CHRONICLES OF THE WHITE WIZARD 

Or Whitey finds his cave is a very big adventure, 
plus REDHAWK and THE PRICE, OF MAGICK from 

Level 9 

77 GARY LIDDON 5 TECHNICAL BIT IN 
THE MIDDLE (or whatever j 

Gold Medal for LASER GENIUS, plus other bits that 
need wire and soldering iron 

82 SH ADOW SPIEL 

The Penumbral night stalker takes to the Commo- 
dore Show 

84 NEWS FLASH 

So does the news team 

86 COMPUNET PAGE 

93 ZZAPJ READERS TOP 30 

94 COMPETITION RESULTS 

1 19 THE TERMINAL MAN 

Oliver Frey's comic extravaganza nears its con- 
clusion 


PRIZE COMPETITIONS 


68 POPEYE COMPETITION 

Clocks, t-shirts and games to be won from MIR- 
RORSOFT 

76 MINION S REVENGE 

Design a joke and win a practical joke kit thanks to 
CRL and the SIG CAVE ADVENTURE 

89 A CULTURED COMP (for a change] 

Write some music for MiNDSMEAR and become a 
possibly famous composer. COMPUNET and 
R AINBIRO have a Commodore Music Expander 
and 5 copies oi the ADVANCED MUSIC SYSTEM 
up for grabs 

96 SIGGLES 

Get those flying goggles on lor MIRRQRSOFT 
want to take you back in time and help you win, 
win, win 


No malarial may (ie reproducer! Iff 
AhoJu ui in pari wtthrjut Lhe Arillrj'-i 
r nn^e-m i>Mrieeopy»ksiit Ixjidirfi Wrj 
carir.nt urvtertak+i to rt-curn Ary written 
ui [ ilrolugraphic material senl In to 
ZZA.P1 64 ■ fiiaijailne unlcssi 
a. I.- nnijiam.'d nv a mj ilftbly sTlVIijjhmI 
addressed onvfdopfl Unsolidten 

wnfli-’ioi phciEa male-rial which may 
Ik used in ih-c magazine is paid lor n; 
uuf cuJJt?mtrc!i?a 

Rockford appuars in Z2AP' 64 by 
kind po f rn i ssion ol First Si ur Inc . , 
whose? copyright he remains 


VpMAW- fUYAV 


A NE WSFfEL D PtJBt fCAT/QN 




The next issue of ZZAP! goes on sale from the 10th 
Ju!y. Not buying it may result in your being banned 
from lollipops for three months. 


Cover by Oliver Frey 








Olive, Frey ^ b yj?™? us cov «'s bv 
Printed cm one Z?“Vr POSttr fo rin' 

each measure a L 8 ^ 8 cohu ^ 
metres (about athi h t 80x57 «n- 
come careft^rtS^* W 

S^aRS* 1 WHs «W!«SH 

But if you cider ^’fc^3l^ ATwdu »ve) 

‘"•^ssfesas 


I £2.5? £Fl llR OF MAILS' 




,- force 










ii mm 


in i jic ujai ^nj uiucis wc rtrteive 

on each poster will get theirs person- 
ally signed by Oliver Frey, making 
them real collectors" items. So dorvt 
hang around, rush your order off 
today! 





B metro forc-^« 1 aso> a 

B ‘ enclose £ ES °” HE ^HT (£2.50) Q 
■ Lioii ied 'Nueorpjstjj ard 

I ew. fitU 

1 to cover. ^ ^ ^ m * l *l*nd UK n , 

Name '''h* Postage. 


Name 



Address — —. + 

** ...Ta , , t 

■ ■ + ■ + 






— .p — „ 

Postcode, 


■■■•i’ „ tj 

* Postcode 

1 PosnR W ' s^Sresv^jd? Box io ' 



VIRGIN GAMES 
presents 


JAMES CLAVELL’S 



THE GAME... 

_ . 1finn ■ i BO screens of beautiful Japanese landscape, you mustlLve 

CK^c^l^rugglasof'^wWriries in this Inncrvativeand sophisticated arcade 
adventure with icon driven commands. 


Name 

Address - 


_j BB ■■■ rt- 






-nmodorBM/12B Cassette «MWU 

Please make cheques and postal orders to Virgin Games Umited and 
post to the address below. Please do not post r noney. 

Virain Games Ltd.2/4 Vernon Yard, 119 Portobelio Road. London W11 2DX 




FOR FLUFFY 

LOLLIPOP 

SUCKERS 

Yep, the lollipop season is 
definitely hero, the heat of the hal Is 
at the 7th Commodore Show had 
everyone sucking drin ks on sticks, 
and back at base in Ludlow, June 
and the Carnival arrives with hot 
weather and hordes of lollipop- 
sucking tourists. ZZAPI owes a 
deep debt of gratitude to the pub* 
I isher of CCf for pointing out to us 
that there's more money to be 
made from talking about lollipops 
{even fluffy ones) than from boring 
old computer games. Apart from 
an issue packed with helpful hints 
on how to suck the various 
flavours {starts page 202), com- 
parisons between the frozen and 
sticky-sweet varieties, things you 
can do with the sticks once suck- 
ing is complete and vital first aid 
tips for frozen lollies that come 
apart at the seams on the first bite 
— apart from all this, there are a 
few more reviews (of computer 
games) than usual. 

Budget games have had jin up 
and down history, although recent 
releases have had an encourag 
ingly higher proportion of fine 
games among them. This month 
we have a Budget Section largely 
devoted to the first batch of 
Americans cheapies from US 
Gold, although there are a couple 
from Firebird and one from CRL 
As you may expect, this section 
reveals that things are still much 
the same, such budget wonders 
and some budget horrors. 
Nevertheless, three of this 
month's Sizzlers are in the Budget 
section! 


WHERE HAVE ALL 
THE HOUSES 
GONE? 

Along wrth other members of the 
ZZAP! crew, I attended this year's 
Commodore Show at the N ovotel. 
London (last year I was stuck in 
Lucflow coping with the just com- 
pleted move of the editorial team 
from Yeovil). TheZZAPI stand cer- 
tainly proved popular, never more 
so than at those times when a 
programmer happened along 
touting a completed or part-com- 
pleted game for appraisal. It was 
surprising how many there were, 
and the qual ity of ideas as well as 
competence on offer, much of it 
still looking for a publisher. Con- 
sidering the dismal turn out of the 
software houses at the show, 
some of the hopefuls must have 
been annoyed at not being able to 
demonstrate direct to a possible 
publisher. But they were not the 
only angered ones, many ZZAP! 
readers complained that there was 
nothing to see. Such a taissezfaite 
attitude to what is, after all. THE 


THE MONTHLY 
SOFTWARE 
STAR FOR YOUR 
US GOLD 
CALENDAR 



Commodore Show of the year is 
not only annoying — it's alarming, 
i knew the cost of stands is high, 
and everyone is planning their 
constructions for the much bigger 
Personal Computer World Show in 
September, but ignoring the 
punter in this way is positively 
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Aerojet 

33 

Biggies 

37 

Breakdance 

96 

Bombo 

20 

Booty 

105 

G Quitter dash Iff (S) 

24 

Conan 

102 

Golf Construction Set 

40 

Hes Games ($} 

100 

Leader Board {GM} 

19 

Max Headroom 

27 , 

Mermaid Madness 

38 

Moon Shuttle 

108 
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102 

New York City 

112 

Okie's Follies 

104 

Popeye 

16 

Price of Mag Ik 

70 

Questprohe: The 


Fantastic Four 

72 

Paging Beast 

106 

Redhawk 

70 

Return of the 


Space Warriors 

100 

Scrolls of Abado n 

109 

Sea base Delta 

73 

Sentinel (S) 

114 

Sham us 

105 

Slamball (S) 

116 

Solo Flight Plus 

32 

Southern Belle 

42 

Very Big Gave Adventure 

69 

World Gup Carnival 

41 


dangerous. Lot's hope the situa- 
tion and the attitude improves, 
otherwise many a software com- 
pany may end up with nothing left 
to do but suck fluffly lollipops 

ROGER KEAN 
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It you have ever bought another go tf 
simulator - shoot yourself! 

If you are ever considering it - 
save yourself a bullet l 

ZZAP64 


Quite honestly, teaderboard makes This is the sports simulation of the 
all other golf simulations look clumsy year - If not the decade ! 
and antiquated in comparison . ZZAPS4 

ZZAP&4 


And swing your way to a record round 

Now you can become a golf pro and experience the thrill of 


having your name up on the "Leaderboard' k 
With this amazingly realistic simulation you get a true 
perspective view of your gdf game. 

As you play on different 1 B hole courses on 

levels varying from amateur to touring professional you'll 

need skill concentration and control to come in under par. 

CBM 64/128 


Features; 

• Choice of dub, distance, type of 
shot (hook, slice, putting) and more 

Realistic Sound 
Practice Driving Range 

• Joystick Controlled 

• Multiple IS Hois Golf Courses 
Automatic Scoring 
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Dear Lloyd, 


COOL CAIfL 


I m yst pul the proverbial pen to 
paper 

Your periodical pulp publication, 
ZZAPl Is the moat profoundly 
perfect paper possible, for not 
only do we have your perceptive 
piquant yet pertinent prose to 
please us, also, ZZAP! is posi- 
tively packed with pretty piccies. 
Whereas other publishers 1 
pathetic packages are padded 
out with preposterous, porcy 
piffle, ZZAP! persists in packing 
a punch. 

On each page, every parag- 
raph is par excellence , each 
poke should be priviliged with a 
prestigious prize; each program 
preview Is precise and to the 
point. 

I promise to prevail in purchas- 
ing thts powerful product — this 
premium pamphlet— probably 
the pride of the press, provided 
that you tell that pipsqueak Penn 
to push otfl He’s a prat who 
should be punished by poison- 
ing, or get pox on the posterior, 
or a pickaxe in the pelvis. His 
puggish, puke provoking face, 
publicly pouting pertly is like a 
pumpkin on halloween 

If you persist in publishing the 
picture of this pugnacious puck, 

I will have to start puffing pot? 
This aside, print ZZAP! perpetu- 
ally. I hate to ponder my plight 
without it. 

Prof Percy Pambrfngton-Pon- 
cenbury Pimrns, Clayton, New- 
castle 

Hike that , . . publicly pouting 
partly . , . p How&vqF' before (get 
thumped by Penn, i realty fern I 
ought fo say that he can smite, 
and does smite quite often. He's 
even been know to guffs w occa- 
sionally. You mustn't tbirifr of him 
as a killjoy ju$t because he takes 
his job seriously end because he 
hasn't been able to persuade Oil 
Frey to redraw the earlier pic- 
tures where his expression has 
more to do with the understanda- 
ble bewilderment of finding him- 
self in Yeovil . . . 

LM 


Dear ZZAP! 

Just putting biro to paper to say 
you have a brilliant mag. I’m not 
really a pervert, but when I saw that 
the imbecile Candy tried to kill 
Adam , . . Well. I lost control of 
myself and started cutting up 
newspaper. Anyway, pass this per- 
verted piece of junk onto the peab- 
rained Candy and scare the living 
daylights out of him (I hope it works 
— 1 spent a lot of time and trouble 
doing it). 

8ut , this is not the end of things . 

I am obssessed with the 
Scorelordl He is a neatly cool dude 
man. and he's got some really nice 
lines. Perhaps ha should produce 
the mag? I also enclose an advert 
for Mr Rignall. I think he should 
advertise himself, so I've given him 
an idea, the RIG-MO! One more 
question, why has Gary Penn got 
such a big slap-head? And why 
does Liddon stick h is fingers down 


his throat and make himself pu ke? 
Or is it the tea he makes, that 
forces him to do it? And why was 
Rignall half naked on the cover of 
ZZAP! 12? What a poser! When my 
granny saw it she got high blood 
pressure and fainted, but alt is well 
now, she's sitting at home doing 
her knitting. 

Cart the cool Commodore 
owner 

Candy's no longer with the Towers , 
has off doing his own thing (what- 
ever that is), so maybe your threat 
malty frightened him away, Cart. It 
wasn't maify Julian Rignall on the 
cover, whatever anyone says. I've 
noidea whyGaryPenn hassuch a 
big slap-head, because t don't 
know wbaf one is , and Liddon only 
follows the time honoured tradition 
first developed by the Homans so 
they could cany on eating all night 
without putting on weight Right? 
LM 
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READ ALL ABAHT IT 


WHY, WHY, WHY? 

Deaf ZZAPl 

Why is there such an obsession for 
segregation in the Rrap? Why do 
so many people make comments 
like 4 Why don't you publish North- 
erners letters? ' and ' Why so many 
Aussie letters? 1 Does it matter 
where the letter comes from? I 
would think that ft's what the writer 
has to say that's important. Then 
there ‘s all the guff about ‘ Commo- 
dore is best!' 

I find this all very disturbing and 
I would like to urge everyone to 
start behaving like the- sentient 
beings humans are supposed to 
be, (Ooops! Never mind). Ifs feel- 
ings and comments of this kind 
that lead to prejudice* Imagine the 
football violence of today as the 
computer or living place violence 
of tomorrow. That may seem silly 
or maybe even hilarious, but did 
people believe in football 
hooliganism twenty years ago? 

Did they think that a mere game 
could cause violence and even 
death? Wouldn’t it be best to just 
abandon such statements of bias 
or superiority? 

Now for something less serious; 
Paradroid does have said bugs. 

LM ought to stop shouting people 
down like Sir (?) Robin Day. 
Lucasfllm games am ingenious 
and very pretty, but after several 
games — YAWN! — I have listed 
the basic game play elements. 
Rescue on Fractatus~. Fly around a 
bit, dodging nasties, land, pick up 
man/zap alien, take off. Fly around 
a bit, dodging nasties * . . 

Koronis ffifr, Drive around a bit, 
dodging nasties, loot hulk. Drive 

around a bit, dodging nasties 

Eidolon: Move around a bit, dodg- 
ing nasties, take crystal/fue-ball. 
Move around a bit, dodging nas- 
ties . . + 

baflbiazer. isn’t worth mentioning. 
■Muff said? 

Lastly, how about more pics like 
that of the delicious Gains H irsch? 
And why do people sign off with 
such silly names? 

Danger Mouse, alias Robert * I'm 
net at all bort ng or pompous and 
I'm not a bit sexist or perverted 
but I'm a nice Interesting intelli- 
gent person who would like a 
good steady relationship with a 
good looking female games 
Addict* Stevens h Exeter, Devon 

Just tor the record, may t say that l 
have NEVER shouted down Sir (?) 
Robin Day , I would never be so 
rude. Why? i don't know why, it's 
just the sort of guy i am. Why 
doesn 't the sun shine much in Led* 
low?! don’t know why, stilt know is 
it should (but then Gary Uddon 
closes the curtains so the sun 
doesn f give his monitor a ten). Are 
Aussi&smore upside down in their 
thinking than Northerners, and if 
they are, does it help them mo ve 
around a bit dodging nasties, and 
if they can , should we care ? I don ‘ t 
know, Why do I sound like Dim 
Dim. the inehuctably rubber fish of 
stupidity ? 

LM 
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« A FEW IDEAS 
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Dear Uoyd, 

Firstly, may k offer my congratula- 
tions to ZZAP! 64, Britain's number 
1 Commodore magazine^) for an 
excellent first year 1 rely a great 
deal on your reviews. 

I was glad tc see Jeff partaking 
in the ZZAP! challenges, and the 
Winter diary seems a great idea. 
OK, one or two suggestions now. 

Is it possible to have reviews of 
compilation tapes in ZZAPI? lean t 
always remember what games on 
compilation tapes are about, or 
whether they are any good — and 
I'msure l r m not alone. Also, some- 
thing 1 'd like to see from lime to 
time in the magazine would be arti- 
cles by guest reviewers — top 
programmers, the heads of iead- 

I ing software houses (though they 
shouldn’t be allowed to review 
their own games!), and so on. 
Perhaps a female reviewer should 

I be an idea? I think it was JS Mill 
who commented that, in. the 
absence of females, you exclude 
Half of life’s experiences! 

( Enough said on that, methinks! I 
wonder if it would be possible tor 
reviews to indicate how 
immediately playable games are? 

I I realise you have a ' hookability’ 
rating r but I don’t feel that this qu ite 
indicates immediate playability, 
Most of my computer gaming 
takes place when I have friends 


round for an afternoon or evening, 
so I generally try to buy games 
which someone who has not 
played the game before can easily 
join In and enjoy. Anyway, it would 
be interesting to see what other 
readers think of my suggestions. 

Well, fortunately I've only one 
major criticism to make. Please, 
please get rid of (or at least 
change) the Shadow Spiel' col- 
umn .It really is most awful, and 
sometimes rather childish, it also 
makes finding information much 
harder than the News Flash col- 
umn — I'm almost tempted to 
think its being used as padding. 

One final plea — please stick to 
being a games reviewing 
magazine. I wouldn’t like to see 
more utility and hardware reviews, 
or any expansion of the eompunet 
and art gallery sections, and 
please NO listings {ugh!}. Perhaps 
a good idea would be to produce a 
ZZAP! Special Edition, containing 
reviews of Disk drives, Joysticks, 
Modems and various utilities. 
Maybe in the Autumn, in time for 
Christmas? 

I'd just like to ask a couple of 
questions as well — will games 
currently available for the Commo- 
dore 64 on disk only be available 
on cassette for the Commodore 
128; and is it possible to buy a 
Commodore 126 without acces- 


sories, and then use the cassette 
recorder and transformer currently 
used for the 64? 

Well, that's all for now, at least. 
Sorry the letter is so long. AJl the 
best for the future. 

Roy S Hillman, Orpington, Kent 


Technical answers first — the likeli- 
hood of disk only games on the 64 
being con verted to cassette for the 
128, seems tow. The Commodore 
128 is available without the acces- 
sories. although f think you'll have 
a job finding one now as most 
shops seem to have the starter 
pack, and besides, they're very 
nearly the same price. You should 
certainly not swap transformers as 
it may damage the computer. The 
cassette deck , however, is com- 
patible . 

How immediately playable a 
game is seems to depend so much 
on individual taste and ability that 
Tm not sure it's that easy torus to 
assess such a quafrty in arty mean- 
ingful way (tike, wow, you know 
what I mean, man)? I ttoubf 
whether the technically hardware- 
ish bits will get much tugger in the 
sense of 1 * taking over \ but a lot of 
readers have found it interesting 
and useful and we must try and 
cater for everyone . 

LM 


Dear ZZAP! 

I hope you like the drawing, I 

thought the bloke in the Fairiight 

advert needed cheering up so 1 

bought him a copy of ZZAPl, poor 
old soul. Is The Shadow really a 
GIRL?, now there's a sobering 


thought, just Imagine the ZZAP! 
headlines * 1 SHADOWS PIEL IS A 
GIRL’ or 'GiRLY SHADQWTAKES 
77 API BY A STORM' or even 
SHADOW CAUGHT IN LADIES 
LAVS AT ZZAP! TOWERS 1 , 


Anyway enough of this. I' ve a 
problem, don’t laugh you don't 
know what It is yet. \ can’t find any 
reliable shops apart from one 
(which shall remain nameless) that 
sells games that actually work on 
my computer, M any a time 1 have 
taken several bus journeys back 
and forth with faulty software. Is it 
my C2N? may you aSk, NO there's 
nothing wrong with it I’ve had It 
chec ked checked and double- 
checked by the shop where t 
bought it, so what’s up. I am really 
bored and beginning to wonder 
whether 1 mad© a mistake by buy- 
ing a Commodore. PLEASE 
PLEASE PLEASE If you know any- 
one, anyone who can supply me 
with decent software let me know, 
l m on the verge of suicide . , . 
Michael Crosby 114), Lelgh-Qn- 
Sea» Essex 

That sounds real sad, Michael 
Just hang on in there. If you ’re 
really having a serious problem 
loading software, then perhaps it's 
the computer that's at fault and 
you should have that checked 
instead of your blameless C2N, 
Garies Penn/Uddon (authorities 
on the subject Wf me The 
Shadow (may his name go in bold) 
would never be caught anywhere 
with his pants down. 

LM 
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SEEMS 

LIKE 


A NICE 


GIRL 


DearZZAPI 

You probably wont print this but 
please take note of us. f am wiling 
in reply to a letter in your May 
issue, where a person called ' 

1 Percy the Pervert " wrote in , on the 
subject of women in ZZAP! I can't 
agree more, women are just what 
ZZAPt need, to add a bit of spice 
to it , especially if they are pictures 
of Claire Hirsch, she's nice- 
st you won't print any more pic- 
tures of Claire, maybe you will 
send a couple to me, or maybe 
even a free game . * , 

Lee Hie kin, Samboume, War- 
wickshire 

You mean to say that you equate 
Claire Hirsch with a free game? 
Shame on you, Lee. You may get 
more replays on the game, hut I'm 
told Claire is far more addictive . „ . 
LM 


DEGRADING! 


HOW COME? 

DearZZAPI 

I have to complain about the 
scores in your magazine , for I have 
recently noticed that the high 
score for Commando is 
13,755,100, So l thought 1 would 
try to better it. 

As I broke the 1 million mark it 
went back to ZERO so please can 
you tell me how he came to obtain 


a high score? 

t enjjoy your magazine very 
muGh, so please do not be 
offended by this letter. 

Darren Higgs, Nantwich, Che- 
shire 

Yes, that seems a bit unlikely, 
doesn't it? Perhaps the Scoretord 
in his infinite mis-wisdom mis-read 
rf and ft should have been a paltry 
13.755? 

LM 


FRAUDULEJV 
COMPS? 




DearZZAPI 
Recently in ZZAP! I discovered 
that when prizes are being given 
away by a company then the game 
itseft in that issue of ZZAP! gets a 
remarkable review, Does this 
mean that if someone sends a 
dozen games in for a competition 
then that game is named a ZZAP! 
64 Gold Medal, Are you that desp- 
erate for games for competitions? 

Some recent examples of this 
'fraud' are Mercenary, Bounder 
and The Eidolon, If this is the case 
then I feel very sorry foe you and I 
will start an appeal for the ZZAP! 
Competition Fund. 

Mike Birkett, Sramhope, Leeds 

ToquoieMrUddon, what a toad of 
pish, if not piffle and drivel. Friday 
the 1 3th also had a competition , 
Red Arrows, Rocky Horror Show, 
Roland’s Rat Race, Confuzion , 
Graham Gooch's Test Cricket ail 
had competitions , to name a few. 
Check out their reviews and make 
sure of your facts aren't fftmsy 
before flinging silly accusations 
around. 

LM 


Dear Uoyd, 

Being one of your female minority 
who read your mag I feel I should 
speak out against ' Percy the Per- 
vert". It was degrading and sexist. 

I feel such rubbish should be kept 
to the pages of the ' SU N F (which 
no doubt Percy the Pervert reads) 
and not on the pages of this 
software mag. 

As your male readers have had 
this opportunity of seeing a 
woman appearing in your mag, 
could we please, grovel, slob, lick 
your boots! have a large pull out 
poster of Julian Rignall as aJ! my 
friends and 1 rave over him. 

My friends and \ have formed the 
persecute a pervert organisation, 
and for a smal I donation of £ 1 0 you 
will receive a badge and a yearly 
mag,, so join us now and fight for 


women’s rights. 

Lubna Bhatti, Twickenham, 
Middlesex 

To defend by own probity (and no. 
it doesn't mean I’m an adolescent 
— look rt up in Uoyd Mangram 's 
Long Word Dictionary) — where 
was I, yes, probity — I should say 
that Percy the Pervert s letter, like 
so many of its kind t hangs its own 
writer more effectively than / could 
from the Ludlow gibbet. Mean- 
while, it's all very well of you going 
on about sexism while you 're 
drooling over Julian Rignall whose 
poster probably isn't big enough 
to pull out. Stilt, if Penn the Poser 
can do it in a Micky Mouse nightie. 
I've no doubt someone might per- 
suade Jaz to have ago. „ 

LM 
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aged to reach levels. Does anyone 
at ZZARf play games with their 
feet? 

Gordon Strathlee, KirVhill, Glas- 
gow 

Ga? Penn played Eidolon with his 
feet {although only his right big toe 
for the Space Bar) andsimitany for 
the Smart Bomb on Guardian. 
However, the practice is banned in 
the office for very obvious 
reasons, who would want Signal- 
fian and Liddonian pinkies waving 
all over the place when you're try- 


P l >HV|N6 

FOOTSIE 


■Ji*SUU|f 


B f am an enthusiastic reader of your 

I mag. After readi ng your review of 
Uridium I bought the game and ! 
am happy to say it is even better 

I than your review said. Unfortu- 
nately 1 can't get past level 1 3 so 

I for a change I decided to try play- 
ing with my feet and have man- 


ing to concentrate on the wafting 
perfume of Ludlow's bursting 
blooms in June? 

LM 
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GROVEL 


Dear Lloyd, 

I'd jus! like to say thanks for a great 
mag. but I hav© one gripe —The 
confrontation between ‘ Mega- 
ego’ Rockford and Bouncy TTiing 
in the margins. Why carl you get 
rid of 'em both and introduce 
something wtth style , wit and 
character, ie Gribfcly Grabbly. 

Anyway now Tv© got that over 
with. I’ve just go! a few questions. 
(1) Are the rumours in CCI true 
afrouf the sighting of Gary Penn 
wandering around Ludlow in a 
nightie? 0) Have the ZZAP\ mob 
become so big headed that their 
heads have grown out of the grey 


boxes , as in the Law of the West 
Review, issue 12, p22? (3) Why are 
there more competitions in 
CRASH than ZZAP!? (4) Will the 
Arcade Machine 1 Peter Packrat’ 
be translated for the 64? (5) Is Dim 
Dim the rubber fish of stupidity 
really Gary Lid don . and if not, are 
they related? 

Still, keep up the good work, and 
beet wishes for the rest of 66. 

David Edwards, East Streetty, W 
Midlands 

PS Many moons ago, I went and 
bought Brian Bioodaxe , could I 


have a Ires game as consolation ? 

As you can imagine, Rockford is 
deeply upset by your tetter and 
Thing has a thing or two to say 
about it as weli Right , the answers 
ft) Sadly, yes r all too true. (3Q 
Sadly , yes. alt too true ( welt nof 
quite, who said they have GROWN 
big-headed? (3) The comps min- 
ion fivesin the CRASH broom cup- 
board. {4} Seems quite likely. (5) 
DfmDim is Gary Liddontepet, and 
you know what they say about 
pets and their owners . , , 

PS No you cant . . „ 

1 M 


There we are then, your first LOP 
letter in 1PAZZ, E bet you a whole 
day's food supply it isn't the last. 

Francis, Billericay, Essex 

THIS IS FRANCIS' OWNER. 
KEVIN KNI0BS, WHO FOUND 
THIS LETTER LEFT ON THE 
TYPEWRITER IN FRANCIS’ 
HOUSE. REMEMBER ALL YOU 
LCP OWNERS, PUT YOUR ZZAPl 
UPSIDE DOWN SO ALL THOSE 
LOPS CAN READ BRITAIN'S 
BRIGHTEST COMMODORE 
GAMES MAG. 

iVsa thought, {suppose. Anymore 
LCP$ wish to comment? 

LM 
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GRIBBLY 

GROBBLY 


A LITTLE 
COMPUTER 
PERSON 
WRITES . . . 


Dear Lloyd* l 

My name i s Francis and I am a Lit- 
tle Computer Person. There are a 1 
tew small points that must be 
made about us. The reason that all 
us LC P's are such brillo (not a well , 
known scouring pad, but meaning 
a Gary Liddon No. 5| pianists, is we i 
all must pass the LCPCPPE (Little 
Computer Person's Complete 
Piano Players Exam). 

When thave been reading my 
BWP's (BigWorid Person) mag, 
called lPAZZ h y@s t know its wrong, 
but have you ever tried reading a 
magazine which a B WP just does 
not realise that even amazing dan- 
cers, letter writers etc can't read 
upside down? 

By the way Gaz ' Anti-LCP’ 

Penn, was granted a free pardon, 
his terrible crime was forg i ven and 
by a unanimous decision, he was 
acquitted at a recent meeting of 
the National LCP Law Courts. He 
was therefore saved from a devas- 
tating attack from the LGP's 
Rambo Appreciation Society. 
However he has lost much of his 
popularity amongst our ranks. 

It has never been mentioned, 
but LCD (Little Computer Dogs) 
are a large part of our lives, for If a 
negligent BWP has forgotten to 
feed us, the lack of Ped igree Chum 
shows first, and causes a quick 
emergency snack. 
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A FISHY TALE 


Osar Lloyd, 

Zombard the droopy- bottomed 
pee -pee monster was tatkmg to 
The Shadow $ Dim -Dim, the rub- 
ber fish of stupidity (he’s stupid} 
the other day, and whilst discus- 
sing the legendary prose and 
poetTy of kooky Joe tho one-eyed 
hairbrush, Dim-Dim started in 
whistle the ear-grating 'music' of 
the Spectrum's Manic Minor 
Lombard blinked twice and after 
juggtmg semi- boiled potatoes and 
eyeing the fish suspiciously, he 
called upon the great god Man- 
drake. the inhuman octopus, to 
send dawn a single bofl of ligh I fl- 
ing to i he very same spot where 
Dim-Dim was stand ing ! Th at even - 
mg , under the pran gey purple light 
of the seven moons of the bed- 
rangled planet, the droop bot- 


tomed pee-pee monster had 
roasted fish for tea 
MORAL: Never whistle Spec 
Injm 'Music' In the presence of 
any Commodore owner unless 
you are a stupid fish who likes to 
face the wrath of more intelligent 
megobeingsi 

Arif The Great, Crawley, West 
Sussex 


What on earth are you on. Arit and 
if so, can t have some too , please? 
i Ve always had a yen to run a slim, 
yellow-coloured literary mag that 
no - one in their right m\nds would 
fork out Cl a month for (and would 
da nothing well but love money/, 
buf had no idea when I was put 
onto this that ZZAP! might be iti 
LM 


Dear LM, {and ZZAPIj 
l know my letter's late and you've 
probably got 1 QG r s of letters on 
this subject, (you could always 
print it next brill ish) but l have just 
been jolted goggled -eyed from my 
TV by a very (or so l think) serious 
matter . Yes you Ve guessed it's to 
do with (I can't bring myself to say 
it)! Computer $ Video Games* 
They printed some criticising 
points about ZZAP! in their floun- 
der review. Getting to the point 
they said something about how 
Z2APII! overated Bounder! We + re 
ail allowed to have our opinions, 
but not in C&VG's sad case. They 
probably have to buy ZZAP! to see 
how to review them. About your 


mag after all that (cont on page 
whatever) moaning, it’s absolutely 
brill and I follow all your advice. 

Richard Gibbs, Altringha m + Che- 
shire 

PS It was my friend s G&VQ. 


Well as long as it was your friend's, 
that’s alright then. You shouldn’t 
be too harsh though, they have 
their opinions and we have our. s. / 
think it s rather silty to review 
games by using other magazine's 
reviews as a basis for a criticism 
however , ( can't ready comment. 
I'm afraid I never read the other 
organs (much anyway ). 

LM 


COUCH 


Picture by A, Kerrigan 


Dear Lloyd, 

I dldn 't really want to say anything, 
but I felt you must be warned. I 
have been doing some psycholog- 
ical research, regarding that 
genius named Oliver (i like to draw 
nude women) Frey, and here are 
my findi ngs . . , 

A structural study of his draw- 
ings concludes that he is obsses- 
sed with death and sex, I feel ft 
started when he was just a young 
boy, living in Switzerland, where 
he was a deprived child, who was 
bom at the age of 1 6. He was 
always deeply jealous of his 
brother, the one that got all the 
attention when he was young r and 
this is where all Oil’s troubles 
started. 

Even when they were kids, he 
made his brother do all the 
daredevil acts in the films they 
made, just hoping for the inevita- 
ble to happen. This is where the 
drawings of brutal killings and 
death come into place, and the 
drawings of monsters represent- 
ing Franco, I feel I must wam 
Franco (Oli’s brother) to watch 


himself whenever Oil is arountl. 

Now we come to the frolicative 
(my Countdown dictionary) draw- 
ings, The girts around the office, ie 
Claire, Alison, etc, had better 
watch out whenever the genius is 
around, as nasty things could hap- 
pen (I dare not say what!) 

In fact, not only the girts are in 
danger, as you have probably 
seen for yourself, it isn’t only scan- 
tily dressed women he now draws. 
Just watch yourself! 

Thank you for listening. Oliver 
Frey s Pet Person's psychiatrist. 
Hey! Get away from me! Take that 
white jacket away . . . AAAAGH! 

A Kerrigan, Castlederg, County 
Tyrone 


Well Dr Kerrigan , this seems to be 
a remarkably perceptive study you * 

have undertaken, and I think the w 

only Item l would take exception to a 
is the phrase, 'where he was a ^ 

deprived child , . , ’ Surely that a 

should have read, depraved ™ 

child'? * 

LM • 
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WICKED 


QUESTIONS 


DearZZAP! 

1 have tong been a devoted reader 
of your ‘Well Wicked’ (To quote Mr 
Penn) Commodore 64 magazine, 
and after finally succumbing to 
temptation I have decided to pick 
up a typewriter , and ask a few cru- 
cial questions: 

t Who wrote the music that is 
grated out of my telly’s speakers 
as Mercenary is being loaded? 
Whoever is responsible for this 
atrocity ought to be forced to play 
Cops Vj Robbers Why don't the 
l 77API team compile a ‘Bottom 
Ten' of all the worst music availa- 
ble on the C64 (another strong 
contender in my opinion is the 
music from Mastertronic's Cap- 
tfve) 

2 Could you please tell me the 
approximate ages of the ZZAP! 
reviewing team, are they as young 
as they look, or Is a diet of Tea and 


nuts the secret of eternal youth? 

3 My Mercenary game seems to 
have a very unfortunate Bug 
whenever I get over 1 .000,000 cre- 
dits it suddenly crashes. Has any- 
one else had this problem, it also 
crashes if I go into the Radio room 
with the aerial and try to rent the 
Hertz spaceship when 1 have not 
the financial resources to do so. Is 
it just my copy that does this and 
can i get it swapped for a Bugless 
copy? 

4 Why did Gazza Penn and Lounge 
U ddon wear silly sung lasses in the 
ZZAPI Challenge, do they wear 
them all the time or is it a futile- 
attempt to improve their zero cre- 
dibility with that sadly rare species 
'ZZAFreaderus Fetnlnus’? 

5 Where did Riggers get his cool 
black boots from? Incidentally did 
you know that there is a J Rig nail 
who plays rugby for the England 


under 19 team, is this the same 
person I ask? 

6 Please, Please, Please give me 
Claire Himch’s phone number, as I 
have fallen madly in love with that 
scrumptious little wench. 

7 On the Ark Pandora review of last 
ish, JR’S and GP s faces didn't 
really seem to fit their particular 
comments on the game, was this 
another muck-up by those Tarts in 
the Arts Department or is it due to 
a lack of a good range of facial 
expressions? Incidentally I think a 
few new pictures of the reviewing 
team would go down very nicely 
with everyone, 

S Why doesn't Gazza Penn get his 
hair cut? 

Thanks for reading this letter, 
this is the first time I ' ve written and 
hopefully it won’t be the last, so 
could you please print this or at 
least some of if, as it would really 
cheer me up as f revise for my A- 
Levels, 

Bazza Taylor, Earlsdon, Coven- 
try 

PS Why does everyone like Paul 
Sumner so much? 

Blimey, Baz, strike a light (and 


other Amstradiart epithets), you 
don 'thatf ask a (ot of questions! t W 
do my cri ngingty pitiful best to ans- 
wer them before flying oft up the 
hill on my bike, hetrnes strapped to 
my back, for another session 
weeding the cottage garden (the 
lemon verbaena is coming along 
nicely at the moment}. 

1 That isn't music, that's the 
No vaioad you 're bearing. Paul 
Woakes gets turned on by hearing 
it. 2 Jeff Minter thought they were 
12, but in fact it's about 19, nuts 
an ' all 3 Sounds like you have a 
unique copy of Mercenary. 4 
Sunglasses just became all the 
rage fore month , you know what 
it's like with a bunch of 12 -year 
olds, they were just going through 
a phase . , . 5 I've no idea , fttey 
aren't Gucci, that's for sure, and 
Riggers wouldn't go near a rugby 
ball even if you offered him a gold 
plated jock strap. 6 it's a closely 
guarded secret* T I expect you 're 
right really. S He does, if fust grows 
quickly, literally flings itself up out 
of his head uncontrollably only to 
run into a can of hair spray. And 
P$ , why does everybody love Paul 
Sumner? Damned if I know. 

LM mm m mm mm m 
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K Expect the 
unexpected and 
FIGHT for your LIFE 
in this all-action 
arcade chart-topper. 
Master the ten moves 
and you may just 
survive the deadly 
exponents of the 
martial arts only to 
meet them again in 
the Temple. You must 
beware of your ^ 
enemies and their 
individual i«L 
/eapons . . . they’re 
t immortal but 
neither are y< ' 


SPECTRUM 

£ 7 . 9 ! 




COMMODORE 64 


AMSTRAD 


V 


# 


likie — he enrages 
the teaches and 
enraptures the girls! 
His knock-out frantic 
fun loving plays 
havoc in the 
classroom, the locker 
room and the 
cafeteria. This high 
school high-jinx 
features “Hip-Zap”, 
‘Door Attack* and 
crazy pie fights bui 
can he hand his lovj 
letter to his girlfridhi 




SPECTRUM 

f £ 7.95 


COMMODORE 64 


AMSTRAD 


Imagine Software { 1984] Limited 
6 Central Street Manchester M2 5NS 
Tel: 061 834 3939 Telex: 669977 


L If you think you a 
talk your way ot i 
itrouble, beware 
you may be tal n 
you way into ! 
Interactive bubtl 
speech addsi 
further dimensin 
the superb 3i 
graphics of ths 
arcade style th t 
adventure 
Gangsters off* 
underworld as 
sizing you upf 
ihit'. There is or* 
:ho can help i’ 
can find h 


SRECTRUI 

£ 7.9 


AMSTRAD 






SPECTRUM 


[obariFiti 




JPlay head to head or 
'against the computer 
in this, Konami’s first 
and best table tennis 
simulation. Just like 
the arcade original 
the 3D graphics and 
(laying features such 
► as the Back-Spin, 

| Forehand Smash, 
ip-Spin, Back-Hand 
[ Return and many 
more all help to test 
your lightning 
reflexes and skill < 
touch and timing, 


spectrum 


COMMODORE 64 


AMSTRAD 




Play Green Beret and 
m you’ll get some idea 
of what this crack 
mmando core is all 
about. You are a 
highly trained 
combat machine, you 
fear no man. You 
must succeed 
against 

immeasurable odds 
to infiltrate all four 
enemy strategic 
defence installations. 
You are a mark 
man . . .will you 
enemy feel yo 
mark! 


COMMODORE 64 

n. 




AMSTRAD 
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GINATION! 


Screen shots taken from various computer formats 
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As a great fan of 
Popeye,. the car- 
toon, t was 
pleasantly sur- 
prised to find 
that the binary version of the 
spinach guzzling sailors * 
antics, isn't that bad, -4s 

games — of— the — cartoons 
go Popeye has to rata quite 
highly : Graphically the style is 
a bit strange and doesn't look 
even vaguely &4ish, probably 
due fa its Spectrum origins « 
It's also quite strange, put 
clever, as absolutely no 

sprites sf all are used; but as a 
result toe game stows down 
somewhat when virtually the 
whole cast are on the screen 
at toe same time As for game 
itself — well, It'S fairly good 
fun and playable. The puzzles 
are little too simple to class 
Popeye as a true arcade 
adventure, but they are fun to 
solve never the less. A nice 
game tost deserves the atten- 
tion of any ardent games 
player. 


town, such as afire breathing dra- 
gon who roasts Popeye on sight, 
a large blue bee that patrols the 
top of the local lighthouse, and 
the Hag and her evil bird, 
Popeye's venture In love begins 
outside Olive Qyi's house and it is 


Popeye is, he can't carry more 
than eight objects at once. 

To the far right of the screen 
there is a love meter, which slowly 
ticks down as Olive's love for 
Popeye diminishes. If this 
reaches zero then the game Is 
over. 


i, the b roc mii tick whiziing F fcnfe* 


omsi u 


Popeye is 
perhaps a little 
too simple in the 
gameplay 
department, but 
otherwise it's very playable; 
its also very pretty — toe 
backdrops are attractive and 
so are the various characters, 
who are equally well drawn 
and animated. Unfortunately 
the sound isrt 't so hot. The title 
screen tune is naff and the 
sound e ffects are reasonable, 
and both could have been bet- 
ter However, these are only 
minor flaws , as Popeye is bet- 
ter than your average game. 


machismo, or not. So, being the 
blue veined male that he is, 
Popeye decides to try and win her 
over by collecting the £5 flashing 
hearts scattered around town 
and delivering them to her door. 
Some of the hearts ere stuck on 
walls and are within easy reach, 
while others am behind locked 


here that the hearts must be 
deposited. The locations flip from 
one to the neid and although they 
are flat, characters can move in 
and out of the screen. This means 
that it is possible for Popeye to 
walk behind the scenery, and to 
pass Bluto and certain other 
characters without getting biffed . 
Whenever they meet, Bluto 
knocks Popeye senseless and it 
takes a tin of spinach to revive 
him. Only one tin is provided at 
the start of the game, so others 
must be picked up along the way. 
Any objects in Popeye's posses- 
sion a re shown to the right of the 
playing area, but as strong as 


This is a realty 
folly game con- 
taining some of 
the largest, fuiiy 
animated 
characters I've ever seen on 
the 64. The backgrounds are 
colourful and Popeye and 
' friends " are all very nicety ani- 
mated and add great charac- 
ter to the game, which 
although having a simple 
scenario (a collect am up), is 
fun to play with some quite 
tricky problems to solve. 
Popeye is a fun game and a 
nicely priced one at that. 


T here's only one thing that 
Popeye levee more than 
spinach, and that's Olive 
Oyl (though Heaven knows why 
— probably because the two look 
and taste very similar}, Unfortu- 
nately — for Popeye — Olive isn't 
sure whether she fancies being 
driven off into the sunset by a 
pipe smoking advert for 


doors that can only be opened 
with the corresponding keys. 

However, it is a welt known fact 
that true love never runs smooth 
— a hulking great brute by the 
name of Bluto has also got the 
hots for the lissom femme fatale 
and doesn’t take too kindly to the 
sallorman’s gal eventing. To make 
matters worse there are several 
other nasty creatures about 


Graphics 93% 

Pr.-jtty §&c.k drops and big, cat 
'cjurful chalractei^which are 
well drawn and anlrnatf- 1 




Sound 41 % 

Poor version g 








• ■ ®rra&3! fe^ir-atESrnPst* 
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happy i 
“On it i 


C . . . and it looks to me as 
though Sevvy's taken out his 
trusty pitching wedge . . . " 

' 'Er yes, Peter, t think you're right , 
but I wonder tfSewyls. That's still 
a fair distance and his He isn't a 
one.“ 

the other hand, Arnold, that 
pitching wedge has travelled the 
world and brought the Spanish 
champion much luck . . . nice 
relaxed stance, good, easy swing 
- - . yes, f think he 's happy with that 

" Indeed Peler, and it’s looking 
good — " 

r> Oh my word —yes/ Weil, what do 
you think about that?f Straight in — 
an absolutely superb shot, hit the 
stick and dropped straight into the 
hole!** 

“My goodness, when was the fast 
time we saw something like that ?! 
Welf that has given Lloyd Mangrvm 
something to think about " 

However, Lloyd Mangrum {no rela- 
tion) needn't have worried — on 
another occasion altogether, he 
scored one of the most amazing 
holes in one ever recorded. None 
of which has much to do with this 
new golfing simulation other than 
the shared excitement of achieving 
a hole in one, for Leader Board 
actually lets up to four armchair 
golfers play a 3D game from the 
golfer's point of view in a manner 
realistic enough to have everyone 
inventing typical Peter Alliss styPe 
commentaries to accompany play. 

There can T be many people who 
don't have some knowledge of 
golf, but the wryty brief introduc- 
tory paragraph in the accompany- 
ing instruction booklet is as good a 
description as anyl Object of the 
game , it says, is to sink the ball into 
each hole by hitting the bait with a 
<dub the least number of times pos- 
sible. As far as it goes, that may be 
an accurate description, but 
there's a lot more to golf than that, 
and there's a lot more to Leader 
Board. 


Tha ub iqui toys Z2AP OhdttMjrsphsr , Cameron, about to drive off the 
tee on hole 1 , course 1 . !t r s a par 4. 230y,v eta, so he' s using me rimum 
power on a numbers wood club (max range 234 yards), and there 
are f o w wa ter ha/ar eta in the way, The wind is very light and blowing 
across from |«rt to right and slightly towards him. It shouldn't affect 
the ball much. 


A selection of four different 
courses of varying difficulty fall of 
1 8 holes) is on offer, based on the 
'landscaped wafer course' notion 
more popular In America than in 
Britain. Thus there are no bunkers 
to contend with, but you find your- 
self coping with some very tricky 
drives over lakes, sometimes hav- 
ing to land on small mid-way 
islands In order to reach the green. 
Provision is made for difficulty 
levels by introducing effects such 
as wind and tightening up the 
accuracy required on dub control 


during shots. When more than one 
player takes part , each player can 
select an individual skill level irres- 
pective of what the other players 
choose, thus introducing the effect 
of handicaps' 

What do you see on screen? Well 
for a start off, there's no ’map' 
option to show where you are. 
because there's no need for one. 
The booklet contains a map of 
each hole with its par and distance 
in traditional yards. This informa- 
tion is repeated on the screen, 
which is divided vertically into a full 


IN THE CADDY BAG 


Leader Board is an American 
program , and no self-respecting 
Stateside golfer would dream of 
perambulating round the course 
without a richly supportive bag 
of clubs. None of your municipal 
course six dub selection here, 
there are no less than 14 availa- 
ble; woods 1 „ 3 and 5, Irons 1 
through 9, a ‘pitching wedge' 
and the putter. Each club has its 
own range, and the booklet 
helpfully lists the minimum and 
maximum length in yards that 


each club can Ideally achieve. 
This is useful in conjunction with 
the on-screen distance indi- 
cator in judging which club to 
select for a particular stroke. It s 
to be noted, too, that higher 
number irons tend to have a 
hig her trajectory available and a 
ball landing from a more vertical 
angle rolls less on landing. 
Leader Board refects this quite 
accurately, allowing a greater 
flexibility fn shot poshiooiog. 
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450 yards. Par 5 


9 


Our two golfing heroes, ‘Savvy 1 and 1 Lloyd 1 , battle It out 
over this awkward hole which places the mid-way 




they fare on the Mrway . . . 


height square on the left for the 
action, and a quarter strip on the 
right with the telltales, Here we find 
the hde number being played, its 
par and the course. Below is the 
score indicator. The pre-entered 
name of the player whose turn it is 
heads four li nes , one for each of the 
players. The number of strokes 
taken by each player on the hole so 
far is shown together with how 
much under or over par they are. 
Beneath this is the wind indicator, 
than comes the club selection 1ine r 
the distance to the flag (in yards) 
and finally the power and snap' 
indicator (see separate panel). 

The angle of play isn't exactly 
from player 1 s point of view, more 
from above his shoulder, showing 
(from the tee) the entire hole disap- 
pearing away in perspective to the 
green. Once a Club has been 
selected you use the Joystick to 
move a cursor left or right for aim 
and pressing fire animates the 
goiter. Up to a critical point the 
longer you hold fire, the greater the 
arm swing and therefore the grea- 


X 

— 


DtSX Oft GASSETTi MO WHEi 


ter the strength of the shot. You 
see the bail fly away, also in 
detailed perspective r its shadow 
trailing along the ground, until it 
lands In the distance, bouncing 
variously according to height of 
trajectory, wind strength or tie of 
the fairway or green, if you land in 
mud, water or go out of bounds, 
the stroke has to be retaken, losing 
you a point. 

Once a stroke is completed, the 
screen redraws the landscape* to 
present you with the view of the 
green from your new position, and 
the distance indicator changes to 
show how far from the flag (or pin 1 ) 
you now are. On the green, the put- 
ter is selected for you automatically 
— no taking out huge "divots' on 
these pristine putting su rfaces with 
anything as crude as a 3 front The 
distance indicator switches to feet 
so you can assess the strength 
needed for the stroke, the flag is 
removed and you judge the lie of 
the lend from the slope indicator 


For once, here’s a sports simu- 
lation that both disk and cas- 
sette owners can enjoy 
equally. We reviewed the disk 
version amt noted that no disk 
access wee required during 
tiie game at ell, at which point 
US Gold confirmed that the 
cassette version had been 
completed end was a single 
load. So the only advantage for 
disk owner* la Initial loading 
time. The disk package comes 
complete with a protection 
dongle which must be plugged 
into the cassette port before 
loading can take place, the 
cassette version does nob 
leader Board will be released 
on the 4th July — suitably, 
American Independence Day. 


(see separate panel). In keeping 
with the overall realism of this 
simulation, putting on a bad slope 
[-ju iqfts. the ball to curve qujte 
strongly as. it heads hopefully for 
the hole. As with drives, putting 
direction is cursor controlled. 


After each player has holed out, the 
scene cuts to the leader board 
which shows the state of play to 
date. There is no option to play any 
hole you like, but selecting more 
than one course at the outset 
allows you to play the courses in 
any order, or even repeat one. 
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Apart from wind and selected direction, two other vital items affect 
vour shot, power and snap. Power ts straightforward enough. 
Holding down fire Starts the backswino indinntad ran th« har nranh h 
lino mns upwards from min backswlngto the top — max power— and 
then runs down again (downswing), to select power required, you 


Holding down fire starts the backswing indicated on the bar graph. A 
line runs upwards from min backswlng to the top — max power— and 
then runs down again (downswing), r o select power required, you 
release the tire button. 

Snap is the term that describes the wrist action at the moment of 
contact with the ball and controls the bail's flight. Snapping early 
'hooks' the ball to the left at the moment of contact gives a straight 
flight and snapping late slices ’ the ball to the right. Snapping is done 
by re- pressing the fire button at the desired moment as the power bar 
descends from the upper swing section down into the lower snap part 
of the bargraph, Snapping has no effect on the Novice level however. 
When putting, the power indicator is slightly different; a descending 
line that runs through eight bars, each bar representing approximately 
8 feet of ~ J “'“i " ' ' ‘ 


Puih 

Button 

Td 

Se! 

Snap 


power. Again, releasing the lire button sets the 
strength of the shot. Factors affecting how the ball travels are green 
slope and slops direction. These are indicated by a vertical stake on 
the green (stake height indicating amount of slope) with a 'shadow' 
showing the slope's direction. 


Snap IndicaUH 


* Mas Power — ■“ - “Bif 

f (Helps iime line 9fi*p|i 

^ 50% Puwui 

— Mas HooK (Ball qwi left) - 

Min Power ^ 

S|iiif|lit 


Max SHwfBall goes right) j 1 
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hands of 


fatten J was a highly and in 
playable arcade goff game 
constantly returned to % 


Lefs face it, golf simulations have 
mostly been mom worthy in their 
aims than in therr execution, Nick 
Faldo’s being the best to date. 

Loader Board changes that 
dramatically and for the first time ' 
you can play a golf simulation that j 
approaches the rea! thing, i'm only I 
> surprised it has taken so long for r 
someone to look at gotf through 


the golfer's eyes, so to speak, 
rather than offer plan views. The 
feel you get from a shot, judging 
the degree of arm swing needed to 
send the ball on its way , and then 
watching its flight through the ain 
and its shadow on the fairway, 
makes this not only a game of skiil 
but aiso of excitement. There f sa 
real sense of triumph when you 
watch the ball iand just where you 
intended it to, The perspective 
views and real spatiai geography 
of the courses are splendid. The 
sound, too, is tremendous 
because it is so spot on. (can onty 
hope that Access and US Gold will 
turn their attention soon to a links ’ 
style British course with bunkers! 

its qualities and its single and 
multi-player options make Leader 
Board a great game for everyone. 


TOURNAMENT ADD-ONS 

If you fine j h 1,-4 you enjoy Leader Board, then you'll also tie pleased to 
know that US Gold intend releasing additional Tournament Disks 
each, containing 4 further cour sesofvary rig difficulty tor use wilhleacfer 
Board. Here is a good opportunity for Access to consider ,i lull 
implementation of a British ' Links’ style course! This soil of golf is also 
very popular with Americans, especially professionals, who enjov the 
diff erent challenge that links otter, gusty and changeable wind , ir regular 
fairways and, of course, bunkers or sand hops as tha Americans c. ill 
them 


U 


^ KWflrrx our WExT 


i' wrirck our next 

rl month for 

fl SUPER SPECIAL 
IN ZZ Ftp/ * 


/ normally associate gotf with total 
boredom , badAmencan Express 
adverts and highly coloured, 
twen ty- two inch bell ends, and gotf 
games with horror : So the tast thing 
I expected when somebody men- 
tioned the feared words ‘goffsimu* 
hlyandinsh 


another go\ Leader Board is 
incredibly easy to get into and no 
knowledge of goif is needed, and 
even if you do get stuck the infor- 
mative manual heips you choose 
the right sort of clubs etc i Graphi- 
cally the game is superb— theanE 
motion on the goffer is stunning 
with incredible realism. The sound' 
is great too, no music but amaz- 
ingly accurate spot FX. Even if you 
don't tike golf look at this sports 
simulation of the year r you 'll be 
amazed 


Taking a put on the green of hole two. Po-gr Comeron, with 2S feat 
io go. he’s overpowered the shot, giving it the umph totravel about 40 teei — it 11 probab iy j ump the hole 
The green slope indicator can be seen cm the left, showing a fairly strong slope owey from the 
golfer and breaking toward a the Fight 


mingi 

Andasoft's Gotf Construction Set 
Jf wasn f looking forward io playing 
another goif simulation, But I was 
more than pleasantly surprised by 
Leader Board, in fact I was 
amazed, ft's not just a gotf simula- 
tion on a computer — HIS golf on 
a computer. Unlike GCS, Leader 
Board isextremeiy easy to get into 
and use , and ultimately it's farmore 
enjoyable loptay The way that the 
golfers move is very lifelike indeed, 
and the sound effects —such as 
the s wish of a stroke, and the rattle 
of a bail In the hole — are perfect 
and make the game incredibly 
realistic to play. Quite honestly, 
Leader Board makes at/ other golf 
simulations look clumsy and 
antiquated in comparison ft is 
witheirt doubt the sports Simula 
tion of the year , it not the decade f 


Presentation 95% 

Uiood, sensible and comprehen^ 
fvedocum&ntation, plenty of use- 
ui options Ano ti looks great on 
screen 

Graphics 89% 

Although thebackdropsaregener- 
ai,y simple, tremendously realistic 
animation and perspective set the 
game apart visually, 

Sound 38% 

Despite the scarcity of sound, the 
rating reflects the superb accuracy 
of the spot FX 

HookztbiOty 97% 

Coutdn 't be easier to get into and 
everything about the game grabs 
y from the word go, 

testability 96% 

b. ' holes to play and varying diffi- 
culty levels should keep you tied to 
the screen for a kmg white , SLeadet 
Uoardimakpscomputergoffmatly 

addmv& for the first time, 

Value For Money 96% 

As cheap as two rounds at your 
focal municipal course 

Overall 97% 

A finely polished sports game lik eli- 
te appeal even io those who don't 
consider themselves gaffing fens. 
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TH€ 


GRAPHIC 


ADVenTURG 

Th e amazi ng, combined text a nd g ra ph ics ad ve ntu re ge n e rator en ab les 
you to produce fast, compact a dvenlu re gam es with the minimum ofeffo rt and 
the maximum of creativity. Stunning graphics can be created quickly and easily 
with the powerful picture generator that has many features including:- dot, 
cirde, elastic line, ellipse, fast fill, shading, step by step review, easy editing and 
the ability to merge pictures. 

The comprehensive, intelligent command interpreter can handle complex 
sentences and multiple input commands. There ts also an extensive text com- 
pression facility that allows you to produce far more detailed and numerous 
location descriptions. Plus a full function editor, automatic word formatting, a 
logical command interpreter and an abbreviated input acceptance facility. 

So unleash the power of your imagination now with The Graphic 
Adventure Creator, for your Commodore 64 computer. Available from all leading 
retailers or direct from Incentive on 0734 591678, 

INCENTIVE SOFTWARE LTD. 54 London Street, Reading RG1 45Q. 


Please rush me, for my Commodore 64 
Computer THE GRAPHIC ADVENTURE 
CREATOR 

□ Cassette £22.95 

□ Disc £27.95 

I endose Cheque/POfor £ 

or please debit my Credit Card 

No., _ 


Name. 


Address. 





ZAPt's margin megastar, 
:kfoi 


Z ; 

Rocky Rockford, is back in 
yet another chapter of the 
aver popular Boulderdash series. 
This time, however, our rock- 
pushing hero has donned a space 
suit and his adventures are set in 
the infinite voids of space rather 
than underground, There are a 
new set of nasties to confound and 
confuse the poor fellow and the 
graphics are different, but the ob- 
ject of the game remains the same: 
collect a set amount of diamonds 
from one of sixteen different caves 
and escape within a given time 
limit 

The playing area is roughly three 
screens long by two screens high 
and scrolls with Rockford as he 
moves. Each cave usually com- 
prises four basic elements — 
metaJ plates, rocks, wails and 
diamonds — along with various 
combinations of adversaries (see 
separate panel). Rocky can tunnel 
through plates and diamonds, but 


he can't pass through waits or 
boulders and certain nasties kill 
him on contact. 

Although the game is set in 
space, boulders and diamonds 
obey Earth's laws of gravity, Je 
they fall unless they are resting on 
something. However* boulders 
and diamonds don't like sitting on 
other bonders and diamonds* and 
they fall off. 

If a falling boulder or diamond 
hits Rocky, or he runs into some- 
thing nasty, he blows up and loses 
one of his three lives. Fortunately, 
a new life is awarded every 600 
poi nts. When the allotted number 
of diamonds have been collected 
die screen flashes and it's time to 
make tracks for the exit, a distinc- 
tive flashing square. Any remain- 
ing time is converted into a bonus 
and Rocky Is transported to the 
next cave. If the time limit is ex- 
ceeded* though, it costs him a life. 
When all of the sixteen caves have 
been solved the game starts again 
on the next of the five levels. 


The first of many difficult screens. Over fifty diamonds are en- 
closed within four sets of brick 'prisons*— how is Rockford going 
to get them? Well * there ana six Mouths at the top of the screen 
h need to be guided to the correct place on the screen bef ore 
dropping boulders on them and „ , , 

CAVE G: TRANSFORM 

This screen heralds the appearance of magic walls. There aren't 

H' " ' J the cave to allow Rocky to finish, 

one of the walls generates a 
is one small problem, though — the magic 
wal Is are in abundance and If a diamond accidentally falls through 
a second magic wall . . . 


FOUR ADVERSARIES 


MOUTHS 

Have the same properties as the 
f rallies in SouWsrctes ft and 
, Rockford's Rich They kill 
Rockford on contact , but drop - 

p^Sulderonthemdteposes 

of them and creates a square 
hole In the process. 

eyes 

Have the same properties as 
Butterflies and they also Ml 
I Rockford on contact. Dropping 
I a rock on one turns it into nine 

sparkling diamonds. 

THE MONOUTH 

This menace multiplies through 


When either comes Into contact 

wthihe Monolith is exp odes, but 

the Eyes change into nine 
diamonds, if the Monolith gets 
trapped It turns Into diamonds, 
but should it expand toj 200 
squares then it changes into 
boulders. 


MAGIC WALLS 




be touched, but 
effect on Eyes and 


Mouths, 


u 13 IUM 

however, precious 

iwweis turn into worthless boui- 
through. When 
the magic wall stops sparkling, 
anything that falls into it disap- 
pears for good. 
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CAVE D: REUNION! 

Greetings to the Monolith! There are several Eyes in this cave and 
since they turn into diamonds on contact with the Monolith, all you 
have to do is lead them to rt ... or is there more to it? 

CAVE E: MAZE I 

Jusl collect the diamonds and get out. The many Mouths scat- 
tered about this cave mean that Rockford has to be very stealthy 
on hla travels* but otherwise this is straightforward. 

CAVE F: MAZE II 

Similar to the Maze 1 , but there are a lot more diamonds to collect 
and even more Mouths to avoid , . 

CAVE G: OBSTACLE 

The Monolith returns! It is swiftly cutting off Rocky's exit* so ha 
must quickly whizz past it* grab the diamonds and get out before 
it grows too taiga to allow him to do 50, 

CAVE H: EASY 

There are three levels of magic wall and no diamonds, Jusl re- 
member the old adage 'magic walls turn rocks into diamonds and 
diamonds Into rocks .and get to work . . . but, be carafe I with this 
cave — don't set off the well until all the rocks have been set up 
sufficiently. 


13 








CAVE I; CAVE- IN 

No nasties, but lots of linked ver- 
tical tubes tilled with rocks and 
diamonds. If Rocky's carefuiand 
doesn't do anything silly — like 
waiting beneath a falling rock — 
he won't have too many prob- 
lems in completing this cave. 


CAVE M: REUNION II 

Lots of Eyes and the Monolith, 
Simply get the formerto meet the 
latter, and a m ultitude of 
diamonds are yours for the tak- 
ing. 


Although the graphics of the 
original Bculderd&Sh are sim- 
ple, they me very effective and 
I 'm surprised (and annoyed) 
that First Star have changed 
them. Bas-relief graphics may 
wet) be the ‘in' thing but they 
just don’t work with this sort of 
game, t would have welcomed 
'a new title screen tune t but at 
least they have left the sound 
effects intact 


Most of the caves are tough to 
complete — although Vm sure 
cave A i$ impossible — andt 
enjoyed playing Bouldsfdash 
ML ButrFs realty ESoulderdash 
wiltft redesigned screens, and i 
consider this a rip off at the 
price. Stiff, this is sufficient fod- 
der for hungry Bouldardash 
players, but it realty should be 
cheaper 


I must admit that I thought 
another Soul derdas h game 
would be a real bore, out First 
Star have realty come up 
frumps with tins One. The 
graphics have been com- 
pletely revamped giving some 
initial confusion to even the 
most ardent o/Boulderdasn 
payers and the screens them- 
selves are fiendishly difficult. 
The eppearance pf a couple of 
new nasties would have been 
welcome — the ones in this 
game are realty the old deni- 
zens with new graphics, but 
even so tire game is horribly 
difficult amazingly addictive 
and in my opinion the best in 
the Boulderdogh series. 


CAVE O: PERFECT 

Deceptive screen this one, A 
magic wall and the Monolith are 
the only things present. Trap the 
Monolith and use the magic wall 
to get the rest of the required 
diamonds? Not really because 

J rou must get 95 diamonds be 
ore you con escape. A little due 
though — this Monolith isn’t like 
most of its genre , 

CAVE P: THE FRONTIER 

The final screen is a tricky one. 
The playfield is split horizontally 
by a magic well and underneath 
that is a whole pile of Moutins. 
Plenty of diamonds to collect but 
how is Rocky going to get past all 
those horrible Mouths? 


CAVE J: THE GUARDS 

There are only ten jewels to col- 
lect, but each is sitting at the end 
of a sealed tube patrolled by a 
Mouth. Fortunately, there is a 
line of boulders which can be 
dropped on the Mouths onoe 
they have been released. 

CAVE K: GOOD LUCK 

This is just about impossible! No 
diamonds, just a Monolith en- 
closed within a small brick 
'prison', and a few Mouths, Blow 
a hole in the wall to free the 
Monolith, and then quickly trap it 
again to turn It into diamonds. 

GAVEL: THE TRAP 

Another tricky cave. The 
Monolith must be trapped before 
It grows too large; not easy, 
since the Monolith spreads at an 
horrendous rate. 


CAVE N: LIBERATOR 

The Monolith is completely en- 
closed by Mouths on the left 
hand side of the cave, and on the 
right hand side there are loads of 
trapped Eyes. Now, you'd think 
that you have to somehow get 
the Eyes to the Monolith to pro- 
duce diamonds, but you don't. 
Well, not necessarily . , ♦ 


Yet another Boijdsrdash 
game and as with the other two 
the only reel change is its suffix , 
Admittedly the graphics am 
different bs the packaging 
goes out of Us way to tmypu 
putting Metafgmm {tm} on the 
inlay is a little bit strong consid- 
ering it r s only that old favourite 
bas — retidt (tm)). The new sc- 
reens am reasonably well de- 


even £9.95 worth of enjoy- 
meet. If First Star were to play 
realty fair they should release a 
Bowlderdash edit or but I doubt 
if they will as it would cut their 
throats financially with regards 
to Bouidartiash. Nevermind t 
must admit to thoroughly en - 
joying Boulderda&h III arid 


woul 


id probably pv&n cough up 
ihs termer asked for It , 




9 "WVPta Ml l?' F 

~Z2z3exk, 
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1 9 iv of the West's astounding inler- 
i active adventure puts you right in 
the middle of turbulent Did West action. 
As the sheriff of Gold Gulch - as tough 
a Wild West town as there ever was — 
you'll have all you can do to survive 
til sundown. 

I f you've ever wanted to pin a tin star to 
your chest and match the exploits of 


Gat Masterson or Wyatt Harp, then here s 
Your chance. 

S tanding In your way will be all 
manner of hardcase gunslingers, 
desperados, and dry gulchers looking to 
rob the town hank, run roughshod over 
innocent townspeople and plant you in 
Boot HUL Like Masterson in Dodge City 


and Earp in Tombstone, you'll he forced 
to face one challenge after another 
threatening not only your authority, 
but your life too. 

D ltra-large graphics, lifelike action, 
and natural playability deliver 
excitement so real you can almost smell 
the gunpowder! 


tl 

1 


i 

v 


I 



for Commodore 64 disk 

Manufactured and distributed in £ 
the UK. by U S. Gold Limited. Unit 
10. The Parkway Industrial Centre, ; 
k Henna ne Street. Birmingham £1 
I B7 4LY, Telephone 021-359 883L ; 
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MAX HEADROOM 

Quicksflva, £9.95 cass, joystick only 


Y es it's a game about Max 
Headroom, the makeup 
coated, computer- 

enhanced TV presenter whose 
erratic voice stutters at every avail- 
able opportunity. However, this 
arcade adventure is based around 
the 'film', not the television series. 
Contrary to popular belief , Max 
isn’t real but a figment of the 
future's imagination, a future 
where television is the only growth 
industry, globally dominated by 
Network 23, 

The people at Network 23 are 
selfish rotters and when they 
leamed that viewers were switch- 
ing from their channel to watch 
Bigtlrrte Television's Max Head- 
room Show, they were rather mif- 
fed to say the least After having an 
emergency meeting N23 execu- 
tives decided to send two of their 
most reliable 'heavies’ to kidnap 
Max for exclusive use on their 
channel. The abduction was suc- 
cessful and Max was taken to the 
N23 building. As you can imagine, 
Bigtime were a mite peeved at this 
and wanted to get Max back — 
immediately. So, they hired top TV 
reporter Edison Carter and his 
controller, Theora Jones, to per- 
form the rescue job. 

Naturally Edison can't Just 
stump into the N23 building and 
casually stroll off with Max under 
his arm , oh no, there are a series of 
elaborate security systems that 
have to be negotiated before Max 
can be reached. Fortunately, the 
lush- lipped Theora has developed 
a Maxhunter program to help Edi- 
son break the codes. 

Edison enters the building on 
the ground floor and has to ascend 
to the executive level, 200 floors 
above him. How la he going to get 
all the way up there? Not by the 
stairs, that’s for sore — he’s going 
to be well the oool reporter and 
whizz up in the lift. The only prob- 
lem with this little plan Is that firstly 


he must gain control of the lift. This 
is achieved by short circuiting a 
seven segment LED digital dis- 
play. A time limit is imposed, dur- 
ing which a lit segment gradually 
decreases in brightness, if. at the 
and of the time limit, an E is left 
then you gain control of the lift sys- 
tem and zoom straight up to floor 
200. But if you fail the lift goes hay- 
wlra and Edison gets dumped on a 
floor randomly. 

Your priority is to crack the 
floor's security system, because if 



I wasn’t realty sure 
what to expect 
when Quick srlva 
announced that 
there were going 
to do an official Max Headroom 
game, but t'm sum they could 
nave produced something more 
exciting than this mther ordinary 
arcade adventure. The graphics 
are average with titchy, under- 
nourished sprites trundling 
around a rather uninteresting 
and repetitive building. Sound® 
the only redeeming feature 
about the game, but who reaily 
wants to pay a tenner for some 
pretty music and great sound 
effects? Hike the Max Headroom 


character a lot but I can? really 
see what this has to do with him. 
tf you’re interested then have a 
look, but don't expect much , 


you don’t, Theora can’t open any 
doors or operate the camera sys- 
tem. The code system consists of 
four lights that flash randomly four 
times, and Edison has to copy the 
sequence of lights backwards. 
Success enables him to enter the 
various offices and look for the 
four special codes to the Presiden- 
tial suite, which is where Max is 
being held. 




The building and floors are vie- 
wed in forced perspective, and 
any code screens are automati- 
cally displayed. The game is com- 
pletely joystick controlled and 
uses cons to engage the various 
code screens, lifts, doors and the 
like. On entering a room the screen 
goes yellow and the message 
searching' appears. A few sec- 
onds later you are told whether or 
not there Is a code to collect. When 
the four codes have been found 
it’s time to go up to the Presidential 
Suite at the top of the building and 
rescue Max. 


This offering runs 
the terrible risk of 
basing an idea on 
a famous and well 
known cult — tf 
has to be excellent to be any 
good at etli, if it isn ’t then disap- 
pointment is a If the more fierce. 
Quicksifva hasn t failed on gen- 
eral Implementation, for the 
game works smoothly enough 
and looks not unlike the film's 
computer simulation bits . flu# 
Max Headroom fails miserably in 
gamepiay , providing no real 
thrills and not much intellectual 
stimulation from the code puz- 
zles, I liked the building graphic 
as the lift satis up and down and 
some sounds are good, but what 
happened to the game? 



Edison's movements are con- 
stantly monitored by robot sec- 
urity guards that give chase and 
try to shoot the napless fellow. 
Should one of their bullets hit 
home, a point is knocked off Edi- 
son’s stamina, which starts at a 
confident 99% and slowly ticks 
down to a fatal ex-Ed Ison zero. 
When stamina is low, Edison has 
to rest to regain energy. But time 
ticks by even faster, end tf Max 
hasn’t been rescued before six 
o'clock in the morning when, the 
workers return, Edison is In trou- 
ble. 

Oh, by the way, the terrible two 
who stole Max are now on the 


look-out for Edison. They prowl 
about the building end try to track 
him down, tf our hero meets either 
of these then his quest swiftly 
comes to an end . , , 


a The Max Head- 
room television 
show is great as is 
the film , which is 
more than can be 
said for the game. It's assent laity 
a simple arcade adventure with 
several near touches and very lit- 
tie to do other than trudge 
around ‘ samey * scenery 
attempting to collect four pieces 
of code. Ho hum. Admittedly, I 
haven’t got too farm to the game 
and have only managed to col- 
lect two pieces of code at most , 
but this is mainly due to my reluc- 
tance to play such a repetitive 
game. You couid buy worse 
games for a tenner ; but then 
again you couid most certainly 
buy something a lot better. 


Presentation 68% 

The icons work well, but the 
Instructions are sadly lacking. 

Graphics 69% 

Pleasant and effective, but 
nothing special. 

Sound 86% 

Racey tune adds frenatreism lo 
your search and the sound 
effects are good loo. 

HoofcabfJIty 61 % 

Awkward control method and 
indifferent instructions make ini- 
tial play frustrating and difficult. 

La stability 52% 

The floors are all identical, and 
the problems are few and very 
similar. 

Value For Money 64% 

Max Headroom fans could be 
disappointed. 

Overall 60% 

An ordinary arcade adventure, 
offering nothing new. 
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BOM BO 


Rino, £7.95 cass, £9.95 disk, joystick only 


S ome very stupid evil parson 
has decided to dump a 
whole array bombs across 
the world In places of histor- 
ical importance. As chief 
goody two shoes you have defuse 
all the bombs that are endangering 
the Invaluable places and avoid 
the advancing nastiness of the 
alien hordes that have been left in 
charge of guarding the bombs 
against such sanctimonious do 


V Last month we had 

V & 1L EWs officially 

a ^ licenced but pretty 
F feeble Bombjack 

attempt Now 
along comes Rina's and ifs no 


better. Why can't anyone prog- 
ram a decenf version of the 


First the nice bit , 
The music's very 
good, especially 
the Eavotian tune. 


Now the bad btts, 
basically that seems fa encom- 
pass everything else. Yes, 
Bom bo is a hunk of rubbish and 
it 's not even an original hunk of 
rubbish. Writing a pish game is 
very easy indeed so there's no 
need to go stealing ideas from 
other releases. The only excuse 
that there realty can be is fbsf 
programmer Mar* Greenshieids 
has had his imagination 
removed, toolring af the way 
Bombo has been programmed 
he's probably had his lobes 
removed as well. If Bombo was 


ram a decent version of the 
game ??? The backdrops on this 
one are awful and the perspec- 
tive on the drawn buildings com - 
ptetety screwed up. The sprites 
aren't anything to write home 
about either and the whole game 
plays pretty badly. The only thing 


really worth mentioning is the 
WEMUSIC which accompanies 
each screen — each ditty is 
great if you're a Bombjack ten 
and want a conversion for your 
computer then take a look at 
both versions currently available 
— they're both as bad as each 
other. 


Ff 39 f would sav ‘don't buy 
this \ Bombo is £ 7.95 so I'm 


shouting ‘DQNT BUY THIS’. Get 
the message? 


□coders as you. Yes, you're right,, 
Bombo is a version of the old 
favourite Bombjack. the game 
which Elite attempted to convert 
to the Commodore. 

As in Bombjack each location 
has a number of platforms 
superimposed upon the screen 
where the main action takes place. 
Playing a little sproing packed 
character you have to kabolng 
around the screen onto the plat- 
forms holding the twenty bombs 
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on every screen. Once all bombs 
are safety disposed of the next 
screen comes into view and you 
have to do exactly the same again. 
Aliens are on screen to apprehend 


S iu and their stupidity is incaleula- 
lv large. If you are cunning 


bly large. If you are cunning 
enough to sneakily move your 
chap to the right of the screen then 
all of the aliens will run off to the 
left of the screen. That’s how 
stupid they are. Using this ingeni- 
ous gameplay technique it is pos- 
sible to avoid the deadly touch of 
the alien killers. If, however, this 
complex manoeuvre is beyond 

K our gameplaying techniques then 
olding the run/stop key down 


freezes the naughty guys in their 
tracks. Both of these features' 
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they haven't. The programmer of 
Bombo must be a jolly japer since 
sometimes he has the odd little 
joke with the player. Bonus is given 
according to the number of bombs 
that have been collected in order. 
When our very own Julian Rig nail 
managed to get all the bombs In 
order Bombo insisted that only 
seventeen had been collected, Ha 
Ha, what a card Mark Green- 
shields must bel 


tracks. Both of these features' 
have handily been included to help 
even the most klutt handed of 
stick wielders. 

After a screen Is cleared the 
bonus Is given if the bombs have 
been collected in order and none if 
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t must say. Bombo 
( Is better then 
1 Bite's Bombjack. 
but only marginally 
end only because 
the music rs belter (especially the 
Egyptian piece) — ■ no cruddy 
Jean M/chef -Jarre rip off to 
assault (he ears, oh no. if s prob- 
ably WEMUSIC's best to date. 
However, the graphics and 
game itself aren't very good . to 
fact they 're awful Stiff Bombo is 
worth a took since the music is 
so good. 


Presentation 70% 

Poor title screen but some useful 
options. 


Graphics 36% 

Abstract backdrops and leeble 
sprites. 


Sound 97% 

Four excellent WEMUSlG ditties 
colour a lacklustre game, 


HoofcablfJty 46% 

The powerful soundtrack drags 
you into t h e actio n more than the 
game itself. 


Instability 45% 

More interesting to listen to than 
play. 


Value for Money 46% 

Cheaper than Bombjack, but just 
as crummy. 


Overall 47% 

A weak implementation of ihe 
arcade classic which doesn't 
play like the real Ihtng. The 
superb music doesn't quite 
compensate, though. 
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Knight Games brings medieval combat to life on Commodore and Amstrad computers, 
featuring One/Two player action, superb animation, brilliant hi- resolution graphics, 
eight specialty composed medievab—rock tunes and selectable skill levels. 




Available on Disk and Fast Load cassette for Commodore 
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64/128 and Amstrad computers, Screenshots shown are from the Commodore 64 version of Knight Games. 


COMMODORE 

64/128: 

Cassette S8.95 
Disk £12 .95 





SOFTWARE 



AMSTRAD 

464/664/6128= 

Cassette £8.95 
3" Disk *14.95 


1 MORTh PARADE, PARSONAGE GARDENS, MANCHESTER M60 1BX. 

TELEPHONE: 061-835 1358. 


TELEX: 8950511 OflEONE G. Ref: 14797001 DISTRIBUTED by U.5. GOLD 021-559 8881 









r since / go t my 

^u&t/ve infantine hearts tucfr^^2* 
in our ten year rW dentectac^^ 

■MefiJe f Ve wanted to he $ 

'<3rcid‘! And h ereJarn eoritm/frng 
ftO.M A D. a real raunchy robo I - 
if it had a wit as sharps it's 
sting it cpuid.puiUtpe and ■: ■ 

Large ba.cfun the 'funny business! hrr> 
after Cyfdr^T brass, aims/ head-banger 
Who 5 «ttaW/ng aiewith aW^he l% . ^ 
/wdi^re he cap get hfsjpn^s-o/i ; 
hut when ttfoMADfs in gear ^ ith ’ 

V ■- * r>'iV 
Cyr^ cou/d end upjiist a , 
bad memory! : 


/ missed th e fr/m bu t fVe got jj^P 
a// ?he acfron here:, .in fact if 
Thom EM/ wanna mate ftamno Strikes 
Back ail they have to do is fflm me in 
action on this joystick. I picked up my 
machine gun, wiped out half the jung/e 
with my e*p tosi\je war head, (fhafls 
not myhraJn!), put that tooto-out S 
post just, keeps on zapping me - 
H/ get him newt time round, 

I bauefiT got to the chopper/ yet,., C 
/ Ve got to get my act together ^ , " J 
if Thom EM/ saw my test 
ottemp r ltd on iy be good for 
ftemfro Carries on Lauflhrnot X 
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Ocean Software Limited j 
6 Central Street Manchester M2 5N$, Telephone: 061 85 





Hie instructions tell me I'm Donouan, with 
a mission..., wow r that guyls a real keep-fit 
freak, the next thing I knew I was funning 
down the corridors of the Mother Ship, yeh, 
running! Just a quick flip on the joystick 
and i was jumping head over heats, a 
* real ^alleys Comet Job over some 
tazer crazy robot Then i got Info the 
V comrnunlputer- laying charges to 
• blow the ship to kingdom come, 
•collecting the RED DUST formula 
and getting wised up 
£ on them robots hey 
- — rii have to see 
you later things are 
getting a bit freaky! 


Jld- 

'ititfiJieb teturtirig 
tick "and 'jwoing-fcr 
q jobms'jVe goi^?f 


arid all. 


on the ball and rrrp going ftfif . 

reatfreavy goal-fine ptep' and.-’bO^SOrt 

, / felt that Week.' - .now' { know .why heS called the 
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SOLO FLIGHT PLUS 

Microprose/LIS Gold, £14.95 cass, joystick and keys 
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S oto Flight Plus is naaly an 
expansion on its acclaimed 
forerunner, Soto Flight The 
plane the program is try i ng to simy- 
I ate is an old single engine 1934 
Ryan ST-A monoplane, a close 
relative of the famous Spirit of St 
Louis flown across the Atlantic by 
Charles Lindbergh in 1927. The 
new version of the popular flight 
simulator boasts a new cockpit 
design and flight instrumentation, 
more maps and high quality 
digitised speech. The program is 
essentially a trainer but also al lows 
you (once you've mastered the art 
of flight) to take off and battle 
against the clock, adverse weather 
conditions and mechan leal failures 
In special scheduled mail runs over 
several US states. 

The simulation is quite an 
unusual one due to its novel view- 
point: the cockpit dials and dis- 
plays are shown at the bottom of 
the screen as per normal end out of 
the window Is the landscape, vie- 
wed in 3D style. Now. there's 
nothing special about that, but 
what is novel Is that the plane is 
also seen on the landscape, vie- 
wed from above and behind. This 
makes it a lot easier to fly because 
you cart see exactly what's going 
on. 

Just because the plane is driven 
by a propeller doesn't mean It's 
uncomplicated to fly when com- 
pared with modern day jets, and 
one glance at the cockpit display 
soon shows that. There are four big 
dials showing the airspeed Indi- 
cator, attitude indicator, altimeter 
and vertical velocity indicator. 
Below are numerical displays 
showing pitch, flaps, heading indi- 
cator, vertical ascent/ descent, 
radials from VGR 1 and 2, DME 
from VOR 1 and 2, landing gear 
indicator, brake light indicator, 
weather indicator, its local iser, 
ELS glide slope indicator and time 
elapsed Indicator, There is also a 
bar showing how much fuel is left. 
All these must be used to fly the 


ijHP 


plane successfully. 

When the simulator is first 
loaded an option screen is pre- 
sented allowing you to choose bet- 
ween flying practice and going for 
a mail run. Choosing one of these 
puts you onto the next options 
screen which asks whether you 
would like to fty over Kansas, 
Washington, Colorado, Michigan, 
Massachusetts or Texas. If you 
choose the mail run option you're 
asked to input the level from the 
four provided, student, private, 
senior and command. Practice run 
also has four levels which are clear , 
landing, contest and IF R . After that 
it's up to you to choose whether 
you're flying by day or night. 

The practice run offers a useful 
training mission and allows you to 
get the hang of flying the plane. The 
objeci of the practice run is to take 
off, fly a long loop around the run- 
way and land again safely, and to 
help you with this simple man- 
oeuvre the program offers both 
audio and visual aid. On taking off 
advice Is offered in the form of 
superb digitised speech saying ' in- 
crease throttle and climb to 1500 
feet' . You 1 re told to H retract landing 
gear' and ‘turn left to 270 degrees’. 
If you're not following the instruc- 
tions, flying too high or low, you are 
told of your mistake, and 
repeatedly told until the mistake Is 
rectified. Verbal help is on hand all 
the way around the loop and If the 
instructions are dutifully followed 
then it 1 s quite a simple task to land 
the plane. If you still can't get the 
hang of landing then you can try 
the landing option which puts you 
on the glide path down to the run- 
way, Again speech is used to guide 
you through. This option really gets 
you used to landing the plane suc- 
cessfully. 

The contest mode allows multi- 
ple playereto compete in complet- 
ing a tricky cross-wind landing and 
a score Is given depending on how 
gently the plane touches down. 

As a Mali Pilot your job is to 


deliver five mai Ibags to their desti- 
nations in the least amount of time. 
The program lets you decide how 
much fuel and mail to take (don’t 
forget, the more mail and fuel on 
board the more the plane weighs 
giving a loss in performance and 
speed). Once you've decided on 
your supplies a map of the state 
you’re overflying (as in 'US state') 


landscape features and the five 


\ f The problem with 
meet flight 

simulators m that 
I they're difficult to fly. 
it s easy to take off 
Put when the lime comes to land 
it’s always disheartening to see 
your plane pancake time after time. 
However \ Soto Fight Plus offers a 
indy superb tremor with toads of 
reassuring speech and messages 
which in a short period of time gets 
you through any problems that 
may be encountered white flying. 
Once you've mastered flying, the 
program has a man run option 
which lets you fty over several US 


tent aerodromes there You can 
also bring in emergencies, fty at 
night or in adverse weather condi* 
lions If you want to add a tithe 
excitement to your flying. The 
graphics, although stow and 
somewhat fUckery, work quite welt 
and ere wolf above the standards 
usually associated with 
simulators . tf you feel that them is 
a frustrated pilot within yourself 
just dying to fty then take a good 
look at this program, it's one of the 
best simulators around. 
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aerodromes you have to fly to. 
Using this Ft’s up to you to plan the 
best possible route. As the game 
progresses the weather conditions 
gradually deteriorate with winds 
and clouds increasing , and there's 
a possibility that turbulence could 
develop. On the higher difficulty 
levels the plane is also prone to 
mechanical and instrument failure, 
for example the engine may over- 
heat. 

As you progress through the 
game you are given a score for the 
deliveries made and also for tech- 
nically good landings, difficulty 
level and the State map chosen. 
There is an option to bring in an 
emergency at any time, done by 
pressing the E key. This starts a 
random emergency situation and 
it’s advisable to swiftly find a place 
to land If the plane is faulty at any 
time then landing at any aerod- 
rome repairs the damage. 

The program comes with com- 
prehensive instructions, flying tips, 
approach tips and also a series of 
State maps showing VOR bearings 
and landscape features, all essen- 
tial if you want to become a Mail 
Run Pilot. 


Presentation 99 % 

Fabulous trainer option, excellent 
packaging and on-screen presen- 
tation. 

Graphics 7T% 

Rickety 3 D landscape which is 
rather spartan but reasonably 
effective. 

Sound 92% 

Loads of high quality speech. Our 
other effects are average 

Hookabllity 81 % 

Flying is marie simple wrffi she 
trainer mode and consequen tty the 
simulator is highly enjoyable. 

Instability 80% 

Onceyou're good enough the var 
led mail runs will keep you 
occupied for months 

Value For Money 80% 

Average asking price fora dish pru - 
duct but there 'sa whole lot of flying 
potential. 

Overall 85% 

An easy to use and highly enjoy 
able simulator, and one of the best 
at this price . 
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Microprose/US Gold, £14,95 Cass, joystick and keys 


A BD-5J AcroJet is one of the 
most manoeuvembte tfttfe 
sports }&ts tr> existed ce 'j&n d 
like most aeroplanes it takes years 
of experience before it's possible 
forty one, fetaionetryhombtycom- 
pfex end dangerous stunts , Until 
now that fe- Wflffi ttteaidofMforop- 
rose’s latest flight simulator you 
can sit back in the comfort of your 
favourite armchair and try to com- 
plete ai I sorts of aerial acrobatics 
without risking life and limb. 

Aerojet Is quite an unusual 
simulator and uses the Soto Flight 
type of viewpoint with the cockpit 
dials shown at the bottom of the 
screen and the actual AcroJet 
plane viewed out of the window in 
3D style from behind and above. 
This makes flying a tot easier 
because you can see exactly what 
the plane is doing. The point of view 
can also be changed so the plane 
can be seen from the rear, port or 
starboard. 

The plane can perform all the 
basic manoeuvres normally 
associated with flying — nose up 
and down, bank left and right , but 
because of its design can also per- 
form special movements called 
slips and rolls. Normally these 
moves need careful use of rudder 
and ailerons but Microprose have 
made the whole process easier — 
all you have to do is press the fire 
button when you're performing a 
manoeuvre and the program 
automatically balances the rud- 
ders and ailerons for you. 

The plane is controlled in the 
traditional joystick style but other 
controls like the throttle, flaps, 
landing gear and speed brakes are 
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accessed via various keys. 

The cockpit dials show all the 
information needed for flying. The 
display is made up of four main 
dials, a large readout area, a smal- 
ler display area and a radar type 
screen . The four big dials comprise 
an altimeter, attitude indicator and 
artificial horizon, airspeed indi- 
cator and vertical velocity indicator 
(Wl). The other main display area 
shows numencatty the exhaust gas 
temperature, engine power, speed 
brakes, fuel remaining, clock and 
CRT change clock (pressing FI at 
any time changes this display to 
show the current weather condi- 
tions}. The smaller display shows 
the flaps indicator, compass head - 
ing p ball compass and airstrip 
direction Indicator, The radar dis- 
play comes into action when you're 
trying to complete astunt orcourse 
and by showing a map of the sur- 
rounding area with any course or 
landscape features arid with the 
AcroJet displayed as a flashing 
pixel. 

When first loaded the screen dis- 
plays a large number of options 
allowing you to tackle a single 
event, decathlon, pentathlon or 
unlimited event schedule. A single 
event is just that, the pitot tackling 
a single event, A pentathlon allows 
you to siring together five different 
moves and decathlon is ten diffe- 
rent moves one after the other. 
Unlimited Is the best option of all 
and allows you to create your own 
aerobatics display or set course. 

There ere ten AcroJet competi- 
tion events, but all have 
checkpoints, a mark over or 
around which the plane has to fly. 
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The first event is a Pylon race where 
the pitot has to take off from the 
runway and fly outside four pylons 

E (anted in the ground In the qulc- 
est possible time. The Slalom 
race follows a similar pattern, but 
this time the pylons have to be 
negotiated in a different order mak- 
ing the event far more complex 
than the previous one. 

The next set of events are ribbon 
races, featuring a series of dual 
poles with ribbons strung between 
them. The first ribbon event is the 
simplest one and the idea is o take 
off and fly between two sets of 
ropes, successfully cutting the rib- 
bons hanging between them. The 
Inverted Ribbon Cut is the same as 
the previous one, only the ribbons 
have to be cut whilst flying upside 
down. Ribbon Hoi I takes ribbon 
cutting a step further and to com- 
plete the event you must cut the 
ribbons while doing a 360 degree 
roll, a very difficult and precise 
manoeuvre. The next event is a 
highly dangerous one — the pilot 
has to take off and perform a loop, 
and at the bottom of the loop fly 
underneath a ribbon . . . there's no 
room for error. The Under Ribbon 
race is one of the most simple of 
this type of event — just take off 
and fly underthe three sets of poles 
but the most dangerous event of ail 
is the Cuban eight. After leaving 



through another gate and con- 
clude roll back through the first 
loop again, it's a very tricky event 
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Tftrs is 
simulator 

offers plenty of chal- 
lenge and excre- 
ment to any budding 
armchair stunt pitot. The program 
comes with some very impressive 
documentation which explains aft 
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bit wobbly but quits effective tor 
this type of simulator. There are 
two good flight simulators released 
this month, P&sonaity I prefer Solo 
Right Plus with its excellent trainer 
mode, but if you’re after something 
more exciting then this might be 
the oiw for you. 

to perform due to the complexity of 
the manoeuvre and the fact that 
the whole thl ng takes place at very 
low altitude. 

The other two events are Spot 
Landing and Flameout Landing. A 
Spot Landing is where the pilot 
takes off, climbs to at least 2,000 
feet, loops back over the runway 
and lands again . Very precise flying 
Is needed to complete this event 
and one slip of the Joystick could 
mean that you overshoot tha run- 
way, A Flameout Landing la similar 
to toe previous event but when tha 
plane reaches 2,000 feet toe 
engine has to be switched off and 
the plane glided In to land under no 
power. 

Alt the events have a Judged diffi- 
culty and a acorn is given for com- 
pletion or part completion. When 
the plane lands (or crashes} on the 
runway a score is awarded and (if 
good enough) automatically saved 
to disk to appear in an 'all time 
greatest' highscore table. 

The difficulty of all these events 
can be changed on the second 
options screen, firstly wind condi- 
tions can be changed from no wind 
through breeze and tow wind to 
high wind. The pylons can also be 
changed from non-lethai to lethal, 
Tha performance of the jet has four 
settings from easy to real and a 
stunt can also be started from the 
air rather than from the runway. 


Presentation 92 % 

Glossy and in formative documen- 
tation which explains techniques 
and also gives hints and tips , 

Graphics 72 % 

Fiickery graphics but they work 
reasonably well 

Sound 29% 

Very poor jet noise ana tittle else. 

Mookablllty 79 % 

Easy to fly but difficult to land . 


Lr>ads of s fun h to tackle and tour- 
naments to enter and there's also 
a highscore table to Keep you Com 
ing'back to better your records. 

Value For Money 79 % 

Fifteen quid for a nicely packaged 
flight simulator which proves 
addictive and fun to fly. 

Overall 83 % 

An exciting flight simulator which 
has plenty to offer. 
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Okay, so stop moanln n' groanm to poor old Lloyd He's driven us all mad with your 
complaints about no ZZAP ! Subscription deal — so here it is, courtesy of those wonderful 
people at US Gold, Mugs they ain't but mugs they got aplenty, nice fat chunky US Gold 
mugs (we've been drinking Liddan tea from them for months and no one's expired yet, 
whic h m ust say a I ot for the mugs, since L iddon tea Is y u kkie pooh) . Anyway, from the su bl i me 
to the ridiculous, not only is ZZAP! offering you the chance to subscribe to the best games 
mag (that's called ZZAP! 64 and happens to be Britain's best selling Commodore mag) 
around at a ludicrously reasonable price, not only is ZZAP! offering you a US Gold mug for 
free, but ZZAP! is also offering you a FREE US Gold gome worth £9 95. and all you have to 
do is is send off the subs money, That adds up to over £26 worth of goodies for just £1 5 and 
gives you 1 2 months of ZZAP! (post included) into the bargain! Can you resist 9 Of course 
you can, but why should you? Spoil yourself! 
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l would like to take out a 12 month subscription to ZZAP! 
64 magazine ford 5 {post included} and receive my free US 
Gold game and mug. 

PJeaa^oodo. rfypu are aMeady a sutaacntw and yourauti has JuH ngt out. or H M Is 

^SWBMSSS 

Name , ... 

Address . 


■*■*««« - - — ««*.«.+ Postcode ,., 1+ . + . 

ShcxJkJ you already have a subscriber n um ber r 
please quote it , w 

Apartfrom my free US Gold Mug, I would I ike to receive the fol- 
lowing free game from the six listed here {cassette versions 
only), 

TWe 


js on and ft you m 
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are =^Sf^SptjSuas art l 

1 form ^ and you - 
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the coupon. 


i would like my (new) subscription to run from issue 

I enclose Cl 5 cheque/postal ordermade payable to Ne wsfleld 
Ltd 


FOR EXISTING SUBSCRIBERS 

(and those subscribing on this coupon who would like to take 
up the special subscribers' offer] 

I would li keme following games (cassette only] from those 
listed None at £6 each: 

Title 

Tif ip, 

I ILRILr H ■ n i, ,iri ■■ aa i i j IJ.B i. i 


Title 

For the games ordered I enclose £ „ 

cheque/ postal order made payable to NewsfiaNJ Ud 

Name T „„ r „„,...„.. t 

Address 


Postcode ............ . hT ., 

ZZAP! SUBSCRIPTIONS, PO BOX 1 0, 
LUDLOW, SHROPSHIRE SYS 1DB 
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ALL THESE 
BLOCKBUSTERS 
TOGETHER ON ONE S 

GIANT 

COMPILATION 

SPECTRUM £9.95 
AMSTRAD £9.95 
COMMODORE 64 £9.95 
DISC £14.95 


Stocked at Selected Branches of: 

W H Smith. Bools, John Menzies 
f ooh*orth Greens, Laskys and Rumbeiows 


6 CENTRAL STREET, MANCHESTER Ml SNS TELEPHONE: 061-831 6433 TELEX: 66W 
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Mirrorsoft £9.95 cass, £12.95 disk joystick or keys 


Presentation 70% 

Pleasant enough title screen, 
complete with WEMUSIC ditty, 
and good instructions, 

Graphics 41 % 

On the whole, chunky., bland, 
and lacking irt variety. 

Sound 79% 

A couple of WEMUSIC ditt ies 
play throughout. 

Hooka bllJty 56% 

The four separate programs are 
easy enough to get into . , , 

LastabJffty 50% 

, , , but they're quite difficult and 
generally lacking in variety. 

Value For Money 43% 

Although there are four separate 
games in this package, none of 
them are that good. 

Overall 48% 

Nothing special. 


The second stage is a sort of 
Green Beret clone where you must 
delve deep behind enemy lines on- 
foot. Loads of enemy soldiers try 
to stop you but luckily you’re 
armed with your trusty ole 
machine gu n and a couple of gre- 
nades. As you move right the 
screen scrolls to show more land- 
scape until you eventually reach 
the secret weapon. 

The final sub game is another 
scrolling affair and takes place in 
London, 1986. Biggies has got the 
secret code (which will help him in 
the Sound Weapon game) and he 
and his chum have to escape from 
the police, but the only way to do 
so is for them to leap from rooftop 
to rooftop. You control them both 
and pressing fire switches the 
control from one to the other. The 
big problem encountered Is that 
the screen can't be scrolled if one 
of the chaps is lagging behind. The 
other big problem is the guards 
who troll atop the various roofs — 
if one of them touches either hero 
you lose a life. 


mM om'vb read him in writing, 
seen him on celluloid and 
■ heard him on the wireless. 
Wow play the role of WE Johns' 
famous WW1 hero, Biggies, on the 
Commodore 64, The game has 
two sections, both of which are 
loaded independently from one 
another The first section called 
Timewarp has three separate sub 
games and the second, the Sound 


V jfc'M looks 

VS great — unfortu- 
tf IHA i natGiy the game 
f ElA 1 in fact it’s 

awful. The 

timewarp game is horrible and 
frustrating to play, especially the 
jumping from roof to roof bit — 
you just seem to drop off for no 
reason at all. The other side isn 't 
much better and becomes very 
dull once you've flown around a 
couple of times. The graphics 
are uninspiring and the sound , 
although not one of WE MUSIC ‘s 
best is about the best part of the 
program. Td prefer to be a here 
elsewhere.. 


radar and detailed. The radar map 
shows the whole battlefield area, 
and you are depicted as a flashing 
group of pixels. The other map 
shows in detail the area 
immediately surrounding you and 
displays the location of enemy 
troops, people and objects. 

If you manage to destroy the 
sound weapon then you’ll save the 
day and keep the evil Hun from 
winning the first World War! 


Throughout this side of the 
program Biggies is randomly 
thrown from situation to situation, 
which can be quite unnerving at 
times. When he dies, by either 
being shot down, shot by an 
enemy bullet or being a touched 
by a guard Biggies is automatically 
thrown into the next sub game. 

The other program in the Big- 
gies package is a 3D point of view 
helicopter flight simulator with 
added bits, The objective of the 
game is to find and destroy the 
enemy's secret sound weapon 
which is achieved by flying around 
enemy and Allied territory and 
picking up various objects and 
people, The helicopter can cany 
up to four people and four objects 
simultaneously, it’s up to you to 
suss out which objects should be 
carried to where and when. 

Controlling the helicopter is 
done in the usual flight simulator 
fashion and there are a load of 
cockpit displays to help you keep 
aloft. To help you locate the vari- 
ous personages and objects two 
maps are made available to you — 


/Jj Oh dear, another 
fT, film tie in; another 
■feL \ hero that looks like 
WwSm- 1 3 blob; another 

game that fakes 
something decent and turns it 
into something less than decent 
Somewhere along the line the 
game itself has been tost. Aver- 
age is being merciful. For £9.95 
you don't really expect to get 
something that just scrapes 
average. I wouldn ’f buy It, and if 
Biggies is on your shopping fist , / 
recommend that you too* at it 


There's not a tot I 
(ike about Biggies. 
The music isn t too 
■eQHj hot (WEMUSIC 
have certainty 
done better), the graphics are 
smalt, poorly defined and 
chunky ; and the game itseif is 
rather repetitive and boring . The 
first three games have very simi- 
tar objectives r and although they 
adopt different approaches, they 
are ail very samey' and 
monotonous to play. The fourth 
game (on the flip -side I isn't too 
bad , but ail in all Biggies doesn f 
merit the £9.95 price tag. 


Weapon, is a sort of helicopter 
fight simulator with a purpose. 

The first of the three sub games 
in the Timewaip program plonks 
you in the seat of Biggies" WW1 
Sopwith Camel biplane. Flying low 
over scrolling enemy territory in 
Scramble style you must avoid 
ack-ack fire and other enemy 
fighters who try to shoot you down 
(although you can shoot them 
down too). To complete the sec- 
tion you must find and photograph 
Ihe enemy's new horrible new sec- 
ret weapon. 
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degree, "Come tomeoti babe of 
my dreams* she wailed and 
instantly gave chase. 

Now, Gordon was a man of little 
brain with an 10 about that of a 
member of the National Front (ie 
Jess than his shoe sire} but one 
glance of this elephantine mass of 
warty flesh wobbling towards him 
along the prom caused him to 
panic and he took to his heels and 
flapped wetly off at speed. The sea 
was the nearest place to hide so in 
be went — sploosh — right to the 
bottom (not before turning his oxy- 
gen tank on) and sat there quiver- 
ing. 

Fatty hag watched him do this 
and a gummy ghn spread itself 
over her road accident like flzzog. 
Uttte did Gordon know that the vile 
and ugly femme fatale was in fact 
a mermaid. So there was Gordon, 
sitting on the sea bed, waiting for 
the crone to toddle off when there 


was a sudden mass of air bubbles 
above him. It was ugly fatty, her 
oak-like lalfies transformed to a 
rotting kipper- 1 ike fish tail The 
chase began afresh and Gordon 
dived deeper to the ocean's i ^hos- 
pitable depths. Suddenly he spied 
the hulk of a wrecked ship and 
swam to a small cave underneath 
it. Fatty, being of obese propor- 
tions, couldn't reach the fellow 
and cursed to herself. ' I know , 1 she 
said in her underwater burbly lan- 
guage, Til find a way of getting to 
the man of my dreams,, ' and she 
immediately set about scouring 
the sea bottom to find the means 
to achieve said task. 

Mermaid Madness puts you in 
control of the old sea hag and it's 
you who has to help her in her 
quest to reach her rubber-clad 
heart throb. The playing area is 
made up of many screens which 
flick as Myrtle moves from one to 


boily bosom. Also the energy 
which fires Myrtle's own disgust- 
ing personage is In mortal danger. 
The sea is filled with various fish 
and other underwater animals and 
if the foul femme touches one 
some of her energy is tost. Unluck- 
ily this energy can be replaced by 
picking up one of the many bottles 
of stout littered about the place. If 
Myrtle manages to free Gormless 
then true love can, and we're sure 
that the female fatty will make It, 
prevail , „ . 


Presentation 80% 

Title screen wilh music and the 
inlay comes wilh a humourous 
scenario. 

Graphics 83% 

Lots of fishy characters along 
with the gruesome twosome, 
and they're all nicely drawn and 
animated 

Sound fifr% 

Three nice tunes which jolly you 
along. 

Hookabf Jlty 81 % 

The nature of the game gives 
instant appeal . . 

Instability 74% 

. b ut n ot the urge \ o p lay for 
ages and ages. 

Value For Money 76% 

A bfl over the odds considering 
there's nothing exceptional an 
offer. 

Overall 78% 

It's a case of ($ea?) horses for 
(fish?) courses — if you like 
arcade adventures (hen Shis is 
worthy of your attention, other- 
wise took elsewhere, 


vary nfce though and add colour 
to an otherwise dull game. If you 
like arcade adventures then have 
a took at it and decide for your- 
self wrbether it's worth buying or 
not , 


S unny seaside resorts are oft 
filled with beautiful bounc- 
ing females with lovely long 
legs, firm br ■ , , {shot up and get 
on with the review ■ — 80/ who 
lounge on the sands. Everyone 
notices them. What they don't 
notice are the old crones who crip- 
ple about the place with the aid of 
Zimma frames, walking sticks or, if 
they're lucky, their own two corny 
feet. Mermaid Madness is a tale of 
woe about one of those old 
crones. 

Myrtle is 112 years old and fed 
up. OK, so she wouldn't admit that 
she was pretty but in her long, tong 
years she had never, not ever had 
a man. That's why she was fed up. 
Anyway, one afternoon she was 
sitting on me prom sucking seduc- 
tively on a long stick of pink rock 
when she glimpsed the man of her 
dreams, a certain Gormless Gor- 
don, me Deep See Diver, and her 
heart began to pound- Ha was 
dressed in a wetsuit, and she 
being a rubber fetishist had her 
lust Heightened to an unknown 


\ , 1 . . J Although ha ving a 
very amusing 

scenario Mermaid 
Madness is a 
rather average 

arcade adventure and basically 
boils down to being a 1 trudge 
around the place collecting the 
right objects and dropping them 
in the nght place 1 sort ofthi 


L Ig, What appeals to 
me most about this 
Je SK t rather run-ot-the- 
mill arcade adven- 
ture is the superb 
scenario around which the game 
is based- It realty does make the 
game more enjoyable to play , 
although it does become tire- 
some after many hours on/off 
play, Otherwise, it's a fairly s/m- 
pie affair with pretty graphics 
and a vary nice soundtrack to 
match but it really should be 
cheaper. 


me other. The sea bed Isn't just a 
sandy bottomed affair but has 
caves and all sorts for Myrtle to 
explore. There are also lots of dif- 
ferent objects littered about the 
place which can be picked up one 
at a time by the world's most vile 
mermaid and be used to help her 
complete her quest. Picking an 
object up is done by pressing the 
fire button and its considered 
1 used ' H dropped in the right place - 
Throughout the quest Gordon's 
air Is being used up, his air dial is 
shown on screen and if Myrtle 
doesn't free the hapless lad quick 
enough and it reaches zero than 
he dies of oxygen starvation, 
which he considers to be a better 


unx. 

3SV, 


MERMAID MADNESS 


Electric Dreams, £9.99 cass, £14,99 disk, joystick only 








TIMETRAX 

luit after the Holocaust you wouldn't think anything else could go wrong now would you? There you were tilling peacefully in 
your cellar, trying to hove the nervous breakdown you've earned and the next thing you know you >e itir.ng out through Ihe 
Portals to stop ihe Evil One rending asunder the fabric o* Creation, Some days nothing gae* right . . . 

An amaiing, alt-action, animated adventure across the ages of Wan to save civilisation, Tnu'H be able to start playing >T m mmules 

but you mightn't finish it far years! 

WARNING: This game could damage your social life, TIMETRAX is on addictive habit. 
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player difficulty levels are intro- 
duced from a handicap level of 28 
(beginner) to zero (professional), 
the category affecting the proba- 
bility of making a successful shot 
by Introducing common playing 
faults. As in real life, the longer 
clubs (1 and 2 wootiArons) are 
more difficult to use, and it's har- 
der to piay out of rough than from 
the fairway. 


GOLF CONSTRUCTION SET 


Anolasofti £12.95 twin cass, £14.95 disk, joystick 


FF- * ' v 'H : 


Constructing « course 






ci>r- 




The construction set displays a 
box on the right for building the 
holes with some listed information 
across Its top, another boa to the 
left with the essential bits and 
pieces, and a message box below 


it. Everything is cursor driven. First 
the hole ienoth must be chosen 


I nteresting that this month we 
should have two golf simula- 
tions to took at. both boasting a 
3D representation of each hole 
being played. Arioiasoft's Goff 
Construction Set Is more complex 
than US Gold's Leader Board 
because, as its name implies. It 
allows you to design a golf course 
on which to play. However, you 
can dive straight m with the gdf by 
playing any of the four famous 
courses already supplied. The 
Belfry, Wentworth Old Course, 
Sunning dale or Royal St 
Georges, Sandwich (home of 
Nick Faldo Plays the Open). 

Let's look at playing a gome first. 
First you. must select one of the 
supplied courses or one you have 
designed and saved. Between 1 
and 4 players may take part in 
either Match or Tournament Play 
and the individual's handicaps (if 
already saved) may be entered 


conditions are also displayed 
alongside the hole number, par 
and distance in yards. 

Pressing fine takes you to the 
aim box and you can move a cur- 
sor over the plan view to select 
shot direction. Fire then takes you 
to the toft box, a graphic of ball 
and dub. The club may be raised 
or lowered to after the angle of 
attack on the ball and therefore its 
flight trajectory. Next comes the 
fade box — a pair of feet are 
swivelled left or right of the centre 


after typing in the name. The con- 
ditions to be encountered (wind. 


ditions to be encountered (wind, 
air temperature and ground condi - 
tion) may be defined or allocated 
by the computer. The screen dis- 
play shows a plan view of the hole 
(tee at the bottom, pin at the top) 
with ground slope indications 
along the fairway on the right and 
across the fairway on the left of the 
plan. Top left of the screen is a 3D 
view from the player's position 
(updated for each stroke), and 
below that lies the selection box. 
From here the clubs may be 
selected — woods 1 to 5, irons 1 
to 9, a sand and pitching wedge, 
end a putter. Wind and ground 


4 must admit 

L -ii that I'm not overly 

ghSE* enthused by this 
m Qptf simulation. 

The packaging is 
good, as is ffte documentation 
which is plentiful and com- 
prehenslve, Although the 
graphics are reasonable fhe 
sound is weak and virt uaify non - 


line which causes the ball to fade 
left or right in flight. After this there 
is an option to go back and revise 
any decision. 

When taking the shot, a small 
graphic of the golfer appears and 
pressing fire makes him start the 
backs wing. Contrail ing the 
strength of the shot is done by 
pressing fire again whan the 
desired amount of backswing is 
reached. In the top view, the bail 
can be seen flying away, while its 
path is mapped simultaneously on 
the plan view. Once on the green, 
the 3D view Is replaced by a larger 
scale plan of the green, but the 
control system remains the same 
as for a tee or fairway shot. 

With the handicap system, 


the hole length must be chosen 
and Its par. The tee and pin 
automatically come under your 
control after this is done and may 
be placed where desired, as long 
as the distance between them 
matches the par and length 
selected. Next the ‘out of bounds' 
area is drawn in by ‘dotting 1 your 
way round the perimeter of the 
hole with not more than 14 points. 
These are then joined up by the 
computer and the outer area filled. 
Now the various elements may be 
added, different sized shapes for 
greens, bunkers, water hazards 
and frees, and a colour editor to 
ensure they took right. 

Having designed its shape, the 
last act to Is to add gradients from 
flat to a steep slope left or right 
both across and along the fairway 
and green. Each hole designed is 
then allocated a number and 
saved out to build up an entire 
course which may be loaded with 
the main iprogram for play. 

Golf Construction Set comes 
complete with a manual contain- 
ing six pages of instructions and 
hints, ana a full colour booklet 
detailing one of the Wentworth 
courses as an aid to course 
design. The cassette version con- 
tains two tapes — side 1 the main 
game, side 2 tt»e courses su pplied, 
side 3 the construction set. and 
side 4 is available to save hand- 
icap and games. This review was 
prepared from using the disk ver- 
sion. 


existent. But what realty puts me 
off Golf Construction Sat is the 
number of selections that have 
to be made just to play a single 
shot It may welt be true to fife. 
but it does make Arioiasoft's 
computer goif laborious and 
unexciting to play. Just like the 
reef thing ? Well, that depends on 
whether you like golf or not but i 
can’t see Golf Construction Set 
appealing to anyone other than 
hardened golfers with comput- 
ers, and I doubt there are that 
many about 


ground 
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one who has wanted to 


T he World Cup is happening 
at this very moment, and if 
that isn't enough here's US 
Gold's World Cup Carnival so you 
can play your own footy matches 
in between watching the real ones. 
What the program does Is allow 
you to set up your own little world 
cup tournament starting from the 
quarter finals. When the program 


loads you're asked to input the 
number of players and their choice 
of teams. Once that's been sorted 
out the computer takes control of 
any other teams remaining and the 
footy matches can begin proper. 

WCC plays similarly to interna- 
tional Soccer, helng viewed 
panoramically in 3D with the game 
played over a three screen long 
pitch which scrolls with the bail. At 
the beginning of the match the two 
teams beetle out of the dressing 
room and make their way to their 
various positions on the pitch. 
When they're all ready the match 
Degins. You're given control over 
the man nearest the ball and you 
Dan move him anywhere on the 
Ditch If the ball fails to his feet he 
automatically dribbles It until you 
Dress the fire button, which makes 
iim kick It. The opponent's player 
Dan steal the bell when it's in your 
Dossession by Simply running into 
you, forcing you to have to st&al 
tie bal I back. If the ball isn 't in your 
Dossession and the fire button is 
Dressed control is handed to the 
Dlayer nearest the ball {useful rf 
four man currently under control 
s far away from the ball). 

When your opponent gets the 
>all anywhere near the goal your 
goalkeeper is automatically under 
four control, allowing you to make 
lim dive left or right. Set pieces 
such as comers, thnaw-ins and 
jaol kicks are automatically taken 
or you by a helpful team mate, 
although penalties are taken by 


Presentation 82% 

Good instructions, plenty of 
options but it all seems like hard 
work at first and not having a 
'quit' really hits the rating," 
Graphics 84% 

Generally neat and tidy but 
because of their blacky charac- 
ter. the 30 fails to be convincing. 

Sound 10% 

Hardly any worth mention mg, 

HookabllJty 62% 

If you enioy golf you'll probably 
persevere, otherwise it takes a 
bit of getting into with all the 
menus and selections. 

Instability 89% 

And if you do persevere then 
there's as many courses as you 
care id design. 

Value For Money 83% 

Good for serious golfers, a bit 
pricey tor the person who just 
wants as exciting a game of golf 
as possible. 

Overall 79% 

An interesting attempt that 
doesn't quite hit the mark 
because of some silly little faults, 
bo! probably worth forking out 
for if you 're a golf i ng type . 


Someone has 
worked hard to 
make this program 
flexible and vari- 
able t but it hasn't 
quite been putted off. Using GCS 
on disk is a slow and labour- 
intensive process , so goodness 
knows what it w HI be like on cas- 
sette. A serious handicap is that 
no one thought of a sensible quit 
function from games or main 
selections, so you're forced to 
reset and reload If you make a 
mistake. Following the time- 
honoured reviewers ' test of 
friendliness (ie, play it without 
referring to fhe instructions) 
proved a bit confusing generally, 
but downright infuriating when 
using the construction set Hav- 
ing placed tee and pin i marked 
the out of bounds &re& but felted 
to close the encircling line , result 
— an entire out of bounds hole. 
Now I am locked . the cursor 
can't be moved off the plan view 
to 'oops ' the mistake and there 
is no way of quitting. Reset and 
s £arf loading again time. 

The graphics wort reasonably 
well, but it is hard to avoid com- 
paring them with those in Leader 
Board and GCS falls down a bit 
in its sense of realism . I don't 
want to sound too hard on it r 
because I think there is a lot of 
fun here for the more serious 

or 


course and never been given the 
£ 4 million odd friey seem to cost 
these days, ft's fust that the 
polish is missing to make GCS a 
really fine program. 


wJmw 


WORLD CUP CARNIVAL 

US Gold £9.95 cass, £14*95 disk, one or two joysticks 


the player. The game is played 
over a simulated 90 minutes with a 
short break at half time. When the 
match finishes your score is 
shown along with the others and 
you're pul, through to the next 
round if you qualify. The game 
continues in the same way through 
the semi finals to the finals, the 


Commodore's 
International Soc- 
cer Is great t which 
is more than can 
be said for the real 




co* ( Hues 1 m,n 9 ' ' dcn ' ! m footoaff - And 1 
ttTSr , don t World Cjp Carnival 

wlnneTof which * ahowrfa'rap “£J 

H to mind many a time while I was 

playing If. Trie graphics are , on 
the whole, crap. Twenty two 
chunky hunchbacks hobble 
around a football pitch with seis- 
mic problems, whilst a random 
selection of pixels pretends to be 
a crowd — and rather badly at 
that Ugh. The music played 
throughout the game is afso 
crap, and would make Rob Hub- 
bard him in his proverbial grave. 
But the crappiesi thing about 
World Cup Carnival is the game 
itself, which is bastes fly Artie *s 
World Cup II with a few minor 
changes, Beneath the glossy 
waffch&rt and cloth badge booh 
look, mummy, please can you 
sew it on?'} packaging there is, 
quite $ imply, a pile of crap which 
you could smell a mile off. Avoid 
this game at all costs . 


wsmm ■ 


X I World Cup Garni - 

i'A k ^ efBI at ^Sf, 

jV mjk 1 and wriaf a load of 
f |^^_j complete and utter 
cmd It is, I thought 
that US Gold had something 
really special tor us football fans , 
but no. Just a recycled copy of 
Artie's pathetic World Cup II, Trie 
game plays so incredibly badly 
rt's not true — when you have a 
' player under yourcontroi the rest 
of your team mates don tmove a 
muscle — friey just stand there 
like dummies. The set pieces 
taken by other players are a 
complete joke — fhey just bung 
or kick the ball completely at ran- 
dom giving you no chance to 
play properly. Speaking of playa- 
bility the whole game is incredi- 
bly simple and I whizzed through 
the rounds and won the world 
cup with ease— an ardent Inter- 
national Soccer fan would have 
even less trouble. The graphics 
are awful with totally pathetic 
animation and wobbly scrolling 
and the baft moves like it was 
filled with water. The sound is 
pathetic too and the tune which 
plays throughout the game Is 
annoying, repetitive, unimagina- 
tive and abysmal. Even if you’re 
a football mn don't go out and 
buy this hyped drivel, get Inter- 
nal onal Soccer instead. rt J s 
infinitely better. 


reservation of the Juies Rimef cup 
and proclaimed the winner 
Along with WCG comes some 
impressive and very glossy pac- 
kaging First there's a poster 
informing you of lots of World Cup 
trivia, There's also a free competi- 
tion for you can enter with a CD 
player as first prize, a World Cup 
wallchart and stickers, poster size 
instructions and a World Cup sew- 
on badge. 


Presentation 92% 

Very giossy packaging with 
posters etc but it's a bit like a 
rosy red apple full of maggots. 

Graphics 24% 

Fat wobbling sprites and (ally aid 
scrolling. 

Sound 29% 

A revolting tune which makes 
turning [he volume switch to its 
minimum a joy. 

Hook ability 34% 

Initial interest may be generated 
by World Cup fever . . . 

Instability 2T% 

But the simplicity and poor qual- 
ity of the game soon quashes 
that. 

Value For Money 13% 

Ten quid is very sleep for a few 
glossy posters an d a feebie footy 
game. 

Overall 11% 

Hyped drivei which should be 
thrown mto a deep dark holeand 
left to die, 
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SOUTHERN BELLE 

Hewson, £7.95 cass, keyboard only 
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T o be honest, I think this 
game was thrown at me 
because nobody else knew 
exactly whet to do with H, it isn't 
every day we get steam train simu- 
lations to look at. This one has 
been around for some time on 
other machines but only now have 
Hewson given It a belated debut 
on the Commodore, 

The package consists of e fold 
out instruction booklet, historical 
notes, an explanation of how a real 
steam engine works and the game 
itself, all packed into a medium 
sized cassette case , The game is a 
simulation of the famous engine 
that used to make the London to 
Brighton run during the early 
1930s. 


The manual clearly explains the 
controls and contains a map of the 
route the train must take, listing all 
the stations along the way. 
Coupled with the explanation of 
the inner workings of the locomo- 
tive, the player can soon gain a firm 
grasp of the purpose of each con - 
trol. To make things easy, how- 
ever, various options are available 
once the game has loaded, which 
allow limited control of the train, 
This way, the computer can look 
after certain areas of operation 
white the piayer gams familiarity in 
other areas. 

Various types of run are also 
available. The player can select 
timetable runs, stopping at each 
of the stations in turn, non-stop 


runs or attempt to break the speed 
record from Victoria to Brighton in 
the record breaking run. Different 
runs assume difficult loads and 
variable schedules to complicate 
matters for the player. There is also 
a 'problem run' which tests the 
player's abilities to deal with the 
various difficulties that may beset 
a driver. During any run, safety 
speed limits are imposed along 
various areas of the track, Thus a 
player's periomance rs judged at 
the end of the run in three areas; 
economy, safety and timekeeping, 
Finally, there is a demonstration 
run. 

The main screen layout is domi- 
nated by the centre view which 
displays the controls of the engine 
and the view of the track ahead 
along with certain landmarks (such 
as Battersea power station), all 
shown as black and white line 
drawings. The graphics are not 
astounding but they do give 
enough information for the player 
to assess his or her surroundings, 
They are, unfortunately, a little 
jerky. 

To the right of this area are two 
displays. One is for gradients 
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showing, in both I Inear .and numer- 
ical form, the gradient of the 
ground currently beneath the rails. 
The other displays the distance in 
miles from Victoria and to 
Brighton. Both displays are con- 
stantly updated throughout the 
run. On the left of the main display 
are three areas. At the top left 
Speed, Coal, and Water levels are 
shown. Below that 1$ a realtime 
dock. In the lower left area, there's 
a signal display. At the base of the 
screen. scrolling massages 
appear to inform you of any prob- 
lems. 

The player can control the whis- 
tle, fire, regulator, brakes, cut off, 
blower, injector, firedoor and 
damper —all in all, pretty thorough 
control. The game has been clev- 
erly designed in so much as it 
allows the player to gradually work 
up to the most complicated style 
of play whilst having variety in the 
intermediary period. There are all 
kinds of skrlls to be acquired from 
learning how to oope with 
emergency stops, handling sig- 
nals and making the supplies of 
coal and water last lo the relatively 
simple task of pulling into a station 
(especially at Brighton where the 
train will crash if you overrun). 

There is no doubt that the author 
cares a great deal about the sub- 
ject matter and, at the cost of 
lavish aesthetics, has developed a 
program that comes as close to 
demonstrating the real thing as 
any game will ever come on the 
64. Unfortunately for me, that 
wasn't enough, I soon found the 
simulation tedious. There isn't the 
same sense of freedom you get in 
a flight simulator. What you do get 
was too limiting for my tastes. I 
suspect that this will only appeal 
to the afficionados of the era and 
subject Having said that, you have 
to admire the attention to detail, 
rijght down to the differing inten- 
sities of puffs of steam and what 
they mean. For £fi, Hewson can 
hardly be accused of asking too 
much. 

Sean Meeterson 


Presentation 94% 

Oodles of choree; all options as 
clear as day. 

Graphics 70% 

Clear, but slightly jerky and 
somewhat dull. 

Instructions 38% 

Well written and precise. The 
player should be able to get into 
the intricacies of steam engines 
without any difficulty. 


Authenticity 91% 

Excellent. 


Playability 33% 

Welt, it is playable but s 
find it monotonous. 


some may 


Value for money 33% 

Cheaper than a model wain set 


Overall 88% 

A superb simulation of a dull sub- 
ject. 
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» OPENING & 
AWARDS 
CEREMONY & 
NATIONAL 
ANTHEMS 

• CYCLING 

• FENCING 

• KAYAKING 

• TRIPLE JUMP 

• ROWING 

• HIGH-JUMP 


• JAVELIN 

• EQUESTRIAN 
EVENTS 

• 1-8 PLAYERS 

'The best sports 
simulation available 
for the 64 r 

- Commodore User 

‘The sports simulation to 
end ail sports simulations' 
- Zzip €4 

‘The graphics are stunning' 

- Computer Camer 



Commodore 64 

DISK CASSETTE 

£ 14 . 9 $ £ 9.95 


COMPUTER SOFTWARE 


THE WORLD'S BIGGEST SELLING OLYMPIC SIMULATION 











France’s award winning, role playing epic now available in English 





AmStrad {Disk and Cassette} 

CBM 64 (Disk and Cassette) 

Apple II (Disk) 
MSX and Spectrum 


Available for: 
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ENTER THE DRAGON 

My pleasure circuits are still awash with pain as I begin 
to lay preparations for another head to head contest. 

I am in foul humour. The foolish Penn is now for- 
warded by the ZZAP! so-called writers as their new 
champion — Hat How can anyone take a man who 
wears girly nighties into the office seriously? \ still can- 
not rationalise the idiosyncracies of these strange 
Earth beings, no matter how many eictra logic circuits 
I call into piay . 

Dean Crane from Newbury in Berkshire is the reader 
who, I am advised, stands the best chance at removing 
Penn from his new found perch atop the castle of 
championship. And Dean's credentials are impressive, 
l have to admit. He has clocked up 68,060 on Eidolon for 
openers, and &5 t QQQ on Who Dare s Wins It, A talented 
lad* A 45,000 high score on International Karate com- 
bined with 11,277 on Gribbly's Day Out means that Dean 
is some games machine! I arrange for him to bring 
himself to Ludlow on the appointed day, and warn him 
that Eidolon is to be the game. 


E NIGHTIE MARE 
GINS 

a bank and slightly dismal 
day on which Dean and his 
ne arrive in Ludlow. Today 
appointed day for what I trust 
be Penn's defeat at Eidolon. 
sing only to note that Dean has 
ht his own joystick (yet 
her true professional) 1 down a 
couple more tablets of Circuit Flux 
to combat the pounding in my 
head that you Earth beings might 
refer to as 'a hangover' and order 
play to begin. 

It has been decided, by tossing 
a circular piece of alloy of great 
value known as e coin, that Penn 
shall play as far into the game as 
he can first — with the aim of com- 
pleting it and collecting as many 
points on the way as possible. 
Then Dean will have one attempt 
at bettering Penn's score— should 
ha succeed, no more Penn as 
champion and maybe I will be able 
to look forward to an end to the 
ego ridden cacophony from the 
mouths of ZZAP! reviewers who 
feel they cannot be beaten. 

One game, and one game only. 
No maps allowed and without 
practice games first, each combat- 
ant must enter the arena ot the 
challenge and fight on. Penn 
begins: 

The first nasty in the game is a 
Rotofly — and as might be 
expected, Penn mercilessly dis- 
poses of it and whizzes past to col- 
lect the red crystal with consum- 
mate ease. He treats the second 
nasty with equaE disdain and 
up a green crystal in the 
Aha! A few problems with a 
loom, but no, he is free and 
lects a blue gem before movinr 
to the Dragon. Bam, bye bye ' 
gon and the first level is comply 
with 2,120 on the Penn score. 

Gob Penn's concentrat|BH 
seems to be lapsing a little her 
he loses a targe amount of 
in combat with a Grep and 1 
forced to search for more fireballs. 
These found, he despatches the 



in 
■.fifth 
joing 


shot removes the airborne 
He collects a blue crystal 
becomes somewhat dl 
tated, plodding round the 
thine playing area, quite obvi 
lost. He stumbles upon thefal 
headed Dragon and lulls it 
ease to conclude the level 
14,91 0 points. Hmm . 

Another Rotofly dies, foiicjwed 
by a puffer which the ■flirty 
makes short shrift of: despftS3£ 
token resistance it has soon dj$£g 
peered , dead, never again to 
this mortal coil. Agoogly 
gon being is next on the list 
pitched battle ensues with 
emerging the victor to end ti> 
level with 23,130, Things are 
a little too well for this 
Ghampion-by-default . 

Yet another Rotofly is serf 
oblivion before a sproingin 
comes up to do battle with 
He finds it difficult to land his 
on the form of the mutoid 
but eventually succeeds in kill 
and moves on to argue with a 
toe, Ha! Penn is forced to 
... he comes across a Drago 
Is forced to retreat again , * 
the Malice is there. HO! Pen 
to restart the level. The first 
sign of incompetence on the 
of the so called Champion warms 
the ooze that circulates through 
my hydraulic systems. This bodes 
well — ■ could I soon have the plea- 
sure of two consecutive defeats? 1 
make a mental hole to sample the 
delights of Harpic should victory 
be mine — an altogether milder 
conconction than mainline bleach. 
Retracing his tracks in the game 
starting level six for the sec- 
time, Penn does the usual with 
Rotofly and moves on to the 
Hoc — which this times yeilds, 
ng the footsteps of an 
roaching Troll, Penn begins to 
battle with a three headed Dra- 
Qne head rolls, then another 
the level ends with 31,530 in 
Penn scorebag. Ugh, 

paring around, to begin 
rather aimlessly ft appears, 
the preposterous Penn collects a 
few energy fireballs before 









action, 62,500 points is £ho target 
lor niy worthy challenger to aim for 
* — sorely he can do it? 

IMAN TAKES 
THE CHAIR 

' Blaming feeply about having 
Hwed more successful games of 
H mrton, Peon retires to the kitchen 
3b4 prepares himself a foul brew 
Of dark brown liquid, Normally he 
would command Uddon, who 
labours under the archaic title of 
Minion, to prepare such a 
beverage, He must be disap- 
HRited with this performance, 
HB I feel confident that Dean will 
Wpable to outclass the nightie- 
H|thed 'nonce 1 . 

: Hean steps forward, plugs in his 
2#jfekshat II and begins the game 


moves on to kill the ©tier Bird 
before appropriating the blue 

* f) sta Once agak he h ■ . tt - 

aifficuRy when it comes to defeat 
ing the Dragon that guards the exit 
to the ievel and leaves with 6,91 0 
points — he has lost the lead he 
built up in the first section of the 
game, Penn had a few hundred 
more on the meter at this stage, 
but t dismiss negative waves, 
reminding myself that this is yet 
early days , . . 

The third level commences, and 
once again Dean chooses to 
freeze the Rotofly and collects a 
red crystal. Killing the Bottleneck 
he acquires the blue crystal but 
gets hit by a red fireball — not 
good, not good. Shooting the T roll 
for a green crystal, Dean goes for 
the Dragon and exits with a total of 
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Super GQnfkJgnt, the ever smiling Penn struggles to keep abreast Dean Crane 
simply isn't impressed. 


that should bring me a resounding 
^Mbry, I espy a different overall 
■k; in Dean's style of play 
■fcsl instantaneously. 

Dispatching the Biter Bird on level 
.’ ; bOR he goes for the crystal it 
HBnds and then freezes the 
in order to collect the red 
HBtal. Hmm. Now he avoids the 
: and gathers up the blue crys’ 
-taL ; Very interesting, A flurry of 
|Hbat follows, in which the Dra- 
gs* dies, then the level ends with 
Htt® points on the clock — nearly 
lyBOO in front of Penn at this stage * 
Hxid. Good — my early elation 
take a firm hold and 1 feel the 
^Hjrocal action of the pleasure I 
M Bs lies around the comer with 
another victory to my challenger 
begin© ip nuNJfy the effect of the 
chip in ij hangover. Good. good. 
Dain freezes. The* Roto! I v and 


14,010 points: a clear 5,000 ahead 
of Girfyat this stage. 

Level Four, and Dean freezes 
time almost immediately by cot- 
lecting a blue fireball. Sadly, he 
takes a few hits from moving red 
fireballs but no major problem is 
caused. I remind myself, as he 
waits for the Puffer Bird to wake 
up. Dean kills it skillfully and takes 
a red crystal as reward — then he 
is hit by a rebounding yellow fire- 
ball: a clear indication of over- 
energetic use of the fire button. 
Never mind, he soon kills the Mal- 
ice and moves on to the Dragon, 
attaining the end of the level with 
19,390 points. At the halfway 
stage Dean has held on to his lead 
of almost 5,000 points. Gould ■ 
prove to be r. comfortable margin? 
Them is morn to come, much more 
and plenty of opportunity to fall 


A typical Pmnprioits lactic — seal the challenger in ins 'Mart Hole' — otter- 
wise Itfiiwn as the ZZAP! Assistant Editor's desk! The confusion of paperwork 
(ails to faze Dean. 


jar 








Ditone removing it from smiBtcnci} 

and collecting another crystal. And 
another rad fireball hit home, Dean 
shoofsani rthermd fircibnll amice 1 

lecT^n^GSUTTm^goiae^^asHH 
energy, but loses the endnjj 
gained when he is hit again. 4vrJ 
The Dragon proves a worth opH 
nertt, and after much effort ■ 
been expended on both $icH 
Dean finally emerges into n 
eighth level as the victor. He |||| 
42,520 points to his credit — In 
than a thousand points ahea JH 
Girly Penn at this stage, H| 
62,500 to beat. Can Dean pull HI 
one off? I tense my form as 
bolt upright in the hoverchajH 
shall knowthe outcome shortly! .. 


Lenina again . , 

A bad’ start to the fifth levs] 
ensues, almost fulfilling my peg- 
simlstic quasi-prediction. Dean is 

Nr by a 

ball before he turns the comer to 
freeze the Rotofly and seize the 
green crystal. Then he has some 
problems with the Rotofly as it 
wakes up . . . Changing it to a Puf- 
fer Bird, he manages to blast it 
successfully, ignoring the Polyps, 
Dean goes for the Dragon and 
despatches it with ease, departing 
from the level with a total score 
26,440, still three and half 
thousand points ahead of Girly' s 
score at the same point in the 
game, but still in the lead . . . 








L idslM. Kean and Frey (c&scurlng oh alernally mce Pa ui Sunnier), discuss 
somnethlng of Greai I mport as the challenge processes. 



Freezing lime very quickly 
indeed, Dean goes straight for the 

I Malloc, killing tt and taking the blue 
crystal. Several red fireballs hit 
home and inflict energy sapping 
damage to Dean's craft during 
combat with the Dragon on this, 
the sixth level * , , his energy 
reserve is dwindling but he hangs 
on In there and leaves the level 
without too much difficulty, taking 
a total of 33,660 points with him. 
His margin has slimmed a little 
further, but Dean is still out in front. 

The seventh and penultimate 
level begins. Combat with the Puf- 
fer Bird results In death for the 
avian nasty but Dean takes 
another hit from a red fireball — 


Level eight begins. Dean O dM 
lects crystals galore: he's ohwf* r * 
ously going for all of them. Can hfl 
pull this one off? The big Dradlfl 
suddenly appears and the tight: ’ 
begins. Dean is having problems 
as energy runs low, but he's hang- 
ing on admirably. Can he do it? Qh 
continue, continue Doan — fl 
humiliate that Girly creature with a 
foolish hairstyle for me NoooSol 
Dean expires, 55.950 is his fflH 
scorn, A mere 6,500 points behiH" 
Penn, who is smirking visibly I 
I cannot countenance fun her 
humiliation and have to refri-l 
rapidly to my craft. The Regwo 
Unit, 1 am sure, can purify my dtu 
fluids and remove the last i-aces 


made of the Ouickshot’a fire but- t«nv No more Domestos for The 

ton. He goes for the Biter Bird, Scorulord for many an Earth 

ng patiently for it up month J fear. 
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Oh no! The vile and odious Penn lives to fight another month! Next 
month I will be scouring the htghscone tables to call up a challenger 
of the highest calibre to beat the smug faced ZZAP! champion. He 
must not win again. 

I often consider the fact that a majority of the participants in the 
human race are devoid of a brain. My observation was further 
enforced after I recieved a very abusive letter from an obviously 
deranged Colin Redfem who lives in Heywood, Lancashire. In his 
pitiful scribbiings he whined that I hadn't printed his score for 


t'JC 


Uridiunh Weil, Colin, your score just wasn't good enough to be 
included in the elite ranks of highscorers. You see, the lowest score 
last month was 299,000 and your clairried score was 150 , 000, If you 
had but an ounce of intelligence you would have realise that your 
score wasn't as big as that, and therefore it wasn't included. 
Perhaps if you pursued a course at an establishment of education 
you'd realise that. And perhaps completing such a course would 
also improve your appalling spelling. 

Until we meet again, farewell . * , 


THE SCOHELORD SPERKETH 
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525,250 Weetangera, Australia 
505,740 Chris Wilson, FenyhiH, Co 

Durham 

4i 7,630 P* chard Andrews, StoUwteigT 
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Craig Lunney, Nodi 

347^70 Erik Md&ason.' 
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TAU CETI 

This al I time classic is now available for the CBM 64/C BM 126. 
J Tf you only buy one game a year then buy Tau Gets", 

COMPUTER & VIDEO GAMES 

"A highly original and complex space drama" 

THE DAILY MAIL, 

AVAILABLE FOR: CBM 64/128 UK RRP £3.95 

AMSTRAD DISK 128K UK RRP £14,95 
AMSTRAD TAPE 64K UK RRP £9.95 
SPECTRUM 48K UK RRP £9.95 


THE ROCKY HORROR SHOW 

A totally exclusive CBM 128 game available now. This 
super enhanced version contains more locations and totally 
new high definition graphics. 

"Looks good, sounds good and is very addictive - just like 
the show itself". 

COMPUTER & VIDEO GAMES 


CBM 128 U.K, RPP£8.95 


TUBULAR BELLS 

Released on the Mu Wave label. Tubular Bells is Mike Old- 
field's entire hit album set to an amazing light synthesiser. 
"Alternative entertainment at its best". 

ZZAP 

"Prepare yourself for an original computer experience. 
You've never quite seen or heard anything quite like 
Tubular Bells". 

COMPUTER & VIDEO GAMES CBM 64 U.K. RRP £7,95 
All three titles available in your local software stockist . 


Richard OBrien's 


flmSTRflO DISH 128 Pi 
AmSTRPiO TAPE BQPi 
SPECTRLim Q6R 


PRESENTS MIKE OLDFIELD'S 

TUBULAR. BELLS 







Although 'SuimJdY CufrtpulC* art' tS flOt 
quite in my line of crtlfcisn, I consented 
to have a quick loak al three 'works' 
undertaken by the ZZAP* reviewers done 
With the aid a* MOUSE AND CHEESE fo 
be entirely frank, rite results undoubtedly 
say more about l he psyche of the indi- 
viduals concerned than anything about 
the art utility involved 

EirigjtU' van Reuben 


Countdown to Chernobyl by Cary Lid- 

Mr L iddon has chosen a subtle palate to 
underwrite the strength of (be contain- 
merii dome < a feature wcf | y tacking if 
setrms from the real thing! and the sharp 
'.feinneamm of the explosion. The added 
comic strip device of the word SANG 
clearly shows that this is oo! from ihe 
artisr * more matu re period 





GAA 


My Dream House in Use Country by 

Julian Rigrull 

Taking his influence from the posHrnpre' 
sston ists„ th is view of an a rboreaf abode 
by Kigualf has clear links to the bravura 
drawing of the French master, Cezanne. 
The artist has made gorwJ use of the s^ong 
crayon effect possible and could well be 
the founder of a new school — Barrat- 
lism. 


Squiffy the Bear (Bare! by Gary Pann 
What we have here is a variation on the 
theme of 'Olympia' by Manei (com- 
pfeiud l&h3 and exhibited m J8fr5 “ 
caused an immediate scandal and 
shocked the art world). Penn's elegant 
line emphasise* the sensuous pose of his 
model, combining voftness and strength 
by setting the figure a&a in J an frfirgmatic 
background. One of the last and most 
masterful of this artist’s 'beaf period, ihe 
canvas should fetch a fortune at Regcni & 
park Zoo. 
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When the draw icon is selected, or 
any option that needs to have a 
colour selected, the complete set 
of Commodorian hues pop into 
view and one of them can be cho- 
sen. Throughout operation of 
Cheese the default colour is 
shown in the border. With ordinary 
drawing there are three thickness 
of penci I that can be chosen and if 
you want to draw like a three year 
old then there is a thickness for 
you, the results bear more than a 
passing resemblance to Beret 
crayons. 

Probably the next most tun to 
use are the box and ellipse func- 
tions that perform exactly what 
their names imply. With box just 
place the pointer at the start posi- 
tion and hold down one of the 
mouse's buttons. Moving the 
pointer from there draws a box 
with two opposite comers defined 
by the pointer and the start posh 
lion. Wiggle the rodent around 
until a desired box is achieved and 
then let go of the button to indel ibly 
etch the image onto canvas. 
Ellipse requires the bottom right 
quad rant of the desired ellipse to 
be defined. It may sound a little 
complex but it's really quite easy. 


plunging straight In Instead. Even 
though I've often regarded such 
easy peasy even a cat could use 
it 1 claims for such packages as a 
bit exaggerated I found myself 
doodling away within a matter of 
seconds after scrutinising the sen- 
sibly defined icons. 

There are a row of seven icons 
to the bottom left of the screen and 
these are the command icons giv- 
ing access to Cheese's various 
abilities. These seven can be 
cycled through the four different 
sets of commands allowing you to 
use all twenty eight of the 
software's functions. Next to this 
set of icons is a command box 
containing three different piccies 
that coordinate the whole show. 
The first is a mouse, and clicking 
on it cycles the command icons 
through their four sets of seven 
commands. When a command is 
selected a copy of the command 
icon is placed over the mouse so 
you know where you are. In the 
middle is a pattern Icon, click your 
mouse over this little doobrie and 
it cycles through the inbuilt pat- 
terns that range from cross hatch 
to diagonals. 

When accessing a command 


GARY U000H has long been consi- 
dered an artist whan it comas 
to making tea, hut so far his 
fluency with the paint brush 
has remained an enigma. Still, 
he knows all about cheese 
butties and has been a keen 
rodent catcher in another 
incarnation, so it seemed logi- 
cal enough to get him to take a 
look at MOUSE AND CHEESE, the new 
hardware/software package 
from EUROMAX 


Okay I might as well get all the pueril e mouse jokes out of my 
system now. First the straight mouse Joke: 

O: What squeaks and is attached to a computer? 

As 8 mouse. 

Next the technical mouse joke: Oi What nybbtes and is attached 
to a computer^ 

A: a mou s e — amt finally the alternative mouse Joke: 

O: What is really an upturned trackball and attached to a computer? 

As Dwight Eisenhower. 






Well with those little jollities out 
of the way that other mags 
Insist on reprinting any time a 
company dares to bring out any 
rodent based hardware, Ml now 
be able to tell you all about The 
Mouse end Cheese from 
Euromax. 

MOUS 

Weil this really is a bit of quality 
hardware. Unlike other models I 
have seen available for the 64 and 
other machines it is analogue. 
Some manufacturers cheat by 
making their mice digital and as a 
result they handle very badly 
indeed. Analogue is cool and 
means that when you whizz the 
mouse across your desk at great 
speed the pointer on the screen 
mimics your speedy movements 
almost perfectly. An analogue 
mouse not only comprehends 
direction but it can also sense 
speed of movement. A digital 
mouse only senses directions and 
as a result even the most artistic 
flourish will produce not curves 
and twists but diagonals and 
straight lines. The Euromax 
analogue mouse is a very good 
one. 










lilil&MlffiT 




The quality of construction is 
high indeed — we took It apart to 
find the main ball underneath the 
mouse to be of plastic coated 
metal pushed against two poten- 
tiometers, one for each axis. 
There's also a stabilising wheel to 
keep the ball's position constant. 
As well as the actual roily mouse 
bits there’s also a couple of fire 
buttons on top of the animal. The 
64 has quite good analogue to 
digital converters in both joystick 
ports so to use your new rodentoid 
add-on just slot it into port two. 
That's all that can be said about 
the hardware really as, after all, it s 
only a mouse and unless you 
intend to prog your own software 
there's not a lot you can really do 
with it. As with most hardware 
add-ons it's the software that 
really counts. 


Cheese is an Implementation of 
about the most useful thing a 
mouse can be used for — it s an art 
package, working in the Commo- 
dore's high res multi-colour mode. 
From hare it's possible to have up 
to four colours in any part icu lar 


■colour square chosen from the 
64's quite complete range of 16 
hues. The whole package is icon 
based and to see how ' user 
friendly’ it is t used the usual 
reviewers ' acme standard test and 
decided to ignore the instructions, 


such as fill Cheese uses the pat- 
tern selected as mask. Even 
though there Is a compr ehensive 
selection of 30 different patterns 
it's a shame that no pattern edit 
facility is supplied. The third icon 
in this little sub-section is a cat and 
when selected It ' scares away' the 
mouse's last operation! Really Just 
acute way of performing an undo. 
The functions supplied by 
Cheese are quit© comprehensive 
but I’ll start with easy ones. To 
select a function just position the 
pointer over the required icon and 
click the select key. All you have to 
■do then is drag the pointer onto the 
main screen and execute that 
function to your heart's desire. The 
first command any end user Is 
bound to try out Is the straight for- 
ward draw one as the first thing 
anyone does when given such a 
piece of technology is try and 
scribble their signature on screen. 


Moose and Cheese is the best 
package of this sort I' ve seen to 
date, W s only real disadvantage is 
the rather large price tag. If, how- 
ever, a computer artist you are 
then after playing arou nd with it I ' m 
sure you ' d easl ly f i nd a justification 
for the investment. The hardware 
and software is of an excellent 
quality and If s nice to see how 
much effort has gone into the 
design of both as it's often the 


just plonk peter pointer in an 
appropriate place and then define 
a box for the lower right hand side 
of the ellipse. Letting go of select 
then puts Cheese into ellipse 
drawing mode. There are two 
ways of using these most handy 
fac i lifiea — one is to have them just 
produce a tine outline of the 
required shape while the other is to 
have a filled in shape. The boxer 
ellipse is filled with the pattern 
selected as well so some very 
pretty effects can be created. 
Other goodies included are a 
very usable zoom mode for close 
up pixel pounding, a symmetry 
selector that allows operations to 
be copied across various axes on 
the canvas, colour changing within 
a block, b lock move and copy! line 
drawing and many others that 
should keep even the most har- 
dened digital Degas amazed for a 
fair long time, 


case that adequate hardware is let 
down by Inadequate software 
backup. Overall I must admit on 
th is occasion to being surprised by 
the value of a type of ultllity and 
hardware I've oft considered as 
gimicky. Though undoubtedly 
pretty and cute, Mouse end 
Cheese is also very workmanlike 
and proves to be of infinite useful- 


JVfouse and Cheese hardware and software, is available now, 1 
price £64.95. If you can’t find it in your local computer shop, | 
Euromax are at Pinfold Lane, Bridlington, North Humberside 
Y016 5XR f Tel: 0262 60100 
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MICRO MAIL 


53 FENNEL STREET 
MANCHESTER M4 3DU 
TEL 061 834 2808 


COMMODORE 



RRP 

OUR PRICE 

Music Systems 

(includes Commodore 64) 

£329,99 

£ 309,99 

Currsh Speech 

£21.95 

£ 19,95 

1579 Disc Drive 

El 99.99 

£ 179,99 

SOFTWARE ON DISC 

Ibvtpro- Word processor - 

£ 12.95 


DatSfxo- Database - 

£ 12.95 


Zorfcl 

£ 11.95 


ZorkH 

£ 11.95 


Zortilll 

£ 11,95 


Hitch Hikers Guide 

£ 24.95 


Gemini- Home Accounts 

£ 24.95 


Database 

£ 24.95 


Cashbook 

£ 64,95 


VAT File 

£ 24,95 


Final Account 

£ 64.95 


Superbase- 1 26 

£ 99.95 


Superscript 

£ 79-95 


11 the dlls you want is not 1 1 sted all you ha ve to do is send your cheque 
or P O. for the retail price leas our 1 0% Discount and state whether 

disc or cassette 




ALL DISC AND CASSETTE TITLES 

10% OFF. 

JU57TFUL US WHAT YOU WANTI 


COMMODORE 


RRP 

Commodore 64 £ 199.95 

Commodore 1 26 £269.95 

Commodore 1 26 D £499.00 

Commodore 1 26 O * Monitor £63 1 .00 

Music Expansion £ 1 50.00 

1541 Disc Drive £159.65 

1571 Disc Drive £299.95 

Modem £79.95 

Mouse £69.95 

Light Pen £29.95 

Sketch Pad £49 J5 

Speech Sy nthesl ser £24 .95 

Blank Discs- Sony SS Box of 10 £12.96 

DS Sox of 10 £16.95 


GENERAL 


Cheetah 125 Joy slick 
Pro 5000 Joystick 
Comdrum Tapeor Disc 
Sound Sampler -Commodore 
Data Recorders for alt 
Commodores 


RRP 

£8.95 

£18.95 

£29.95 

£49.95 

£39.95 


OUR PRICE 
£ 186.00 
£ 250.00 
£ 470.00 
£ 645-00 
£ 140.00 
£ 149.05 
£ 279.95 
£ 80.05 
£ 59.05 
£ 24.95 
£ 44.95 
£ 21.95 
£ 10,95 
£ 12.95 


DDR PRICE 
£ 7.95 
£ 16.50 
£ 28.05 
£ 44.95 

£ 33.95 


Pflst and Pacing FttMM* ALL Computers ADD £6 lor value UNDER £250 
All payments cheque or PO. In: MICRO MAIL. 

SHOWROOM NOW OPEN 


cocrrnmo! itco ocdqioc 

n ut LUI h U 1 Lfc KurniKj 


VIDEO VAULT INTERNA TIONA L 

10* REPAIR SERVICE 


1NTHEU_K 
0ThiR5 

FOUO^ 


besss 



PACKING PARTS INSURANCE - NO HIDDEN EXTRAS) 


Are fl>U W up W3ttli*a weeks ter 
your computer to be repaired 
well wan no longer, we repair an 
Commodores same day. We also 
Do Com ICvVlC 3D. 19*1 CMfc 
Drives . plus 4. Dr you can order 
me RepoceniCTii Chip! from our 
DJ.Y.MCdon 


+ While you wait repair service. * Most commodores repaired 

★ 3 month writte n a uaran tee on all within 1 hr. 

repairs. * All Micros insured for return journey, 

W international Repair company We * Over Bvears. experience wonting with 
repair computers from aHovfiftJie computers. pri - 

wend. * an computers fully tested. or" 

* All Computers sent Mall Order turned * Power supplies NRy tested- /££» 

arwnd m^flihrs. i* flCBoutputfuiiy tested. 


TRADE SUPPLIED 
FROM STOCK' 


r. r : 


Telephone: Glossop (STD 04574} 66555/67761 
140 High St. West, Glossop. Derbyshire, England 


t Copyright videovault Ltd Mo 151QB5 


BESr service - 



LVi usl ill J 


D.I.Y. SECTION- 


if you Know what chip has gone in your computer you 
can order the replacement Lt. from our range. 

6526 25.001 901225-01 23.0C 


6581 23.00 4164 RAMS 

901227-03 23.00 Power Supply 

9C1 226-01 23.00 Units 2 

ah prices include V.A.T., please ADD £1.50 to cover 
P 4 P and handling costs. Insurance. 
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It sure Isgood to tre back In tha comfort (I?) of the office after a 
hectic three daye at the Commodore shew. It ail went very wen, 
and It wu great to actually meet some of the face* from GNET 
(you know (and I don't mean this hi a derogatory or detrimental 
way). It really la amazing how different people look compared 
to how you envisaged them). 

Anyway, there was some deliberation as to whether the 
Urkttum POKEs printed last month,, worked or not I certainly 
haven't had any problems with them, but I wonder If soma 
copies of the game differ slig htty , thus affecting the effect of tha 
POKE*,. ,Hmm. 

Oh yes, before I forget '— Novagen are bringing out a Afence* 
nary i. 5 — celled The Second CFy — to satisfy bo red Mercenary 
players! Aaaaamaxlng, but true I By loading In a special, ‘saved 
game 1 you will find, on playing, that there Is a second city to 
explore on the other aide of the ptanstl Sounds good to 
will cost £5 .95 on cassette and should be available ver 

Ah well, on wfth the tips - , , 


i very soon 




CRAZY COMETS (Martech) 


deck, rewind it and type in this list 

mg from Andrew P Seoul e r of T ot 

ton, Southampton . . 

10 PRINT CHR$(147) 

20 FOR I 4096 TO 4125:READ 
A: POKE t,A:NEXT 
30 PRINT "PRESS ANY KEY TO 
LOAD CRAZY COMETS* 
40GETA&IFAS “"THEN 40 
50 SYS 4096 

60 DATA 1 89, 1 1 1 70, 1 66, 32, 1 06 
70 DATA255, 169, 0. 1 33, 1 S3. 32 
00 DATA 213, 255, 169, 78, 141, 
149 

90 DATA 3, 169, 226.141,150,3 
100 DATA 169, 252. 141, 151, 3, 
96 

Typo RUN (RETURN} and follow 
the instructions on screen. When 
the 84 resets, enter any of the fol- 
lowing' 

SYS 24809 (RETURN} 

POKE 780,0 (RETURN) 


RN} to 


in- game music 


SYS 24009 (RETURN) 

POKE 24756,56 (RETURN) 

POKE 700,0 (RETURN} 

SYS 24743 (RETURN] to hear the 
hi-score table music 

POKE 40362,234 (RETURN} 
POKE 40363.234 (RETURN) 
POKE 40364,234 (RETURN) for 

infinite lives 

Andrew said that to start the game 
SYS 26306 (RETURN), hut 4 didn't 
work. Fortunately, the author of 
Crazy Comets Simon Wicol, was 
on the phone recently and gave a 
few POKES of his own . 

POKE 40205,76 (RETURN) 
POKE 40206,35 (RETURN) 

POKE 40287.153 (RETURN) 


along with how to start the 

game: SYS 24082 (RETURN} 


POSTER PASTER [Task Set) 


You, yes YOU, too can have up to 
255 livos at your disposal. *We- 
ally?*, ( hear you cry. Yes, really. 
Type In this listing, as supplied by 
Gary Saunders (good old Gazza) 


10 FOR A-0 TO 
C: POKE 52224+ A,C 
20T=T+C:NEXT 
30 IF T<>5831 THEN 
“ERROR IN DATA" 

40 SYS 5 
50 D 


52:READ 


70 DATA 237, 3 T 169, 204, 141 
75 DATA 238, 3 T 76, 81,3 
80 DATA 169, 40. 141,74,4 
85 DATA 169, 204, 141 , 7S t 4 
90 DATA 76, Q, 4, 169, 248 
95 DATA 141, 27, 7,169,252 
100 DATA 141, 28. 7, 



PARADROID 

(Hewson) 


Paul J Johnson from Liverpool 
wrote in lo say that he. 'didn't think 
much of the Par ad raid POKEs in 
ihe April issue (no sprite cessions 
— great 1 Haw do you transfer?}, 
so here is a superior set for your 
delect alien They allow you to 
become impervious lo lasers and 
bullets, and leap tall buildings iri a 
single bound elc, but you can st»ll 
KILL other droids and go into 
transfer mndle Them are also a 


few amusmg side chads, fur 
example, some droids explode on 
contact, others spontaneously 
combust off-screen, and some 
attempt to blast you only to either 
blow themselves to bits, blow 
som-g-' droid else to bits, or sue* 
cued in merely singeing rhe old 
paintwork slightly With no loss Of 
energy on your pgri Bui — beware 
the dreaded disrupter 1 ' 

So, Type m and nave the follow- 
ing listing to CASSETTE 

10 POKE 20640, 70-POKE 
2064 1,0: POKE 28642.77 
20 FOR T 0 TO 20:REAO 


At last! POKES (cm this budget 
wonder (IVe always wondered 
why they bothered to release it) 
to Gary Saunders of Lex- 
den, Colchester. Essex, Plonk 
your Last V8 cassette into the 
' player', rewind it and type In the 
foHowing: 


POKE 43,200; LOAD (RETURN) 

Now press play on tape and when 
‘SYNTAX ERROR' appears, enter 
these POKEs . 

POKE 43,1 :POKE 


21 52,240:POKE 21S3^5i2:RUN 
(RETURN} 

When the 64 resets you can type in 
some cool POKEs . . 

POKE 7149,173 (RETURN) for 

Infinite time 

POKE 7326,173 (RETURN) for 

infinite fuel 

POKE 7858,173 (RETURN) for 

infinite shields 

SYS 3320 (RETURN) to start The 
POKEs make the going a little 
easier, but they don't improve the 
quality of the game. 


A:PQKE 19712 + T,A:NEXT 
30 SYS 4096 

40 DATA 173, 30, 200, 1 33, 79 
50 DATA 16, 11, 173. 46, 200 
60 DATA 201, 241 . 200, 4, 1 59 
70 DATA 127, 133, 79. 76 229, 

111 

Gm your Paradroid cassette and 
pul it in the 'player' Rewind Ihe 
cassette to the beginning and load 
■I as usual, BUT — end this is a 
very important 'BUT — when the 
'FOUND PARADROID' message 
appears, hit RUN/STOP Instead of 
rhe CBM key to stop loading Now 
type m dir ectry 


POKE 964,76’ POKE 

965,102-POKE 966,254 :SY 5 849 

(RETURN) 

Parddrotd wiH now load. Whan the 
RF'ADY' prom pi appears, type in 
Ihe following 

POKE 49152, 0:POKE 

44,192;POKE 56 r 2O0:POKE 

52.20&NEW (RETURN) 

Then LOAD the previously saved 
program and type RUN (RETURN) 
to start the game. You w H now be 
virtually invincible, SO get cut there 
and kick a$$! 
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22AP I MAIL ORDER FORM 

Telephone Ludlow [05841 5620 

Pfease send me the foltowwxj term: BLOCK CAPITALS please! 

Please note: some software reviewed may not be available until its release 
date If you are in any doubt about avaiabity, pi**** ring fim We 
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Postcode 


SPECIAL DISCOUNTS 


1 1 
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OR 
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MORE THAN CIO 


ride 


Software House 


Ook/Cau 


Sorry - only OWE voucher per order t 
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makes recharge far post and packing IrakJc the 
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FINDERS KEEPERS fMastertronfcj 


Once again. Colchester's very 
own Gary Saunders comes to the 
rescue, with yet more POKEs to 
please. Enter this POKE' 

POKE 43,200: LOAD (RETURN) 


20 POKE 49332, 240: POKE 
49333,252 ;3YS 491 52 (RETURN) 

Now type RUN (RETURN) to load 
the game, When the 64 resets, you 
can enter this handy POKE . . . 



ACTION BIKER (MastertronicJ 


A POKE for twoj for Infinite lives, 
courtesy Of Paul C again. Grab a 
copy of Action Biker art# bung il in 

your tape deck. Rewind the cas- POKE 43,1 (RETURN} 
sette and enter the lollawi ng . 135 PQ KE 19237, 47 (RETU R N ] 




remove the flashing screen sequ 
ence which tells you that you're 
dead 


POKE 43.1 (RETURN) 

60 SYS 64730 (RETURN) 


SYS 29350 (RETURN) shirts the 
game. Yes, I do realise that these 
POKEs have been printed before, 
but the above technique doesn't 
involve a reset, and I thought it 
would be nice to reprint the POKEs 
along with a safer method Of enter ■ 
log them. 


Type RUN (RETURN) and wait lor 
the rest of the game Id load and 
the computer to reset. Now you 
can enler this POKE 

POKE 27792,(0-255} number of 
li ves (RETURN) 


POKE 43.255: LOAD (RETURN) 

When SYNTAX ERROR 1 appears, 
type in , , . 


followed by RUN (RETURN) 

The game will load and run 
automatically , and a ll I ham tuverly 
lives, are yours for ihn wasting. 


ARC OF YESOD 
(Thor) 

Look' Up there in the sky’ Is if — 
yes 11 is, El's, It s . . . Superman of 
the Essex Cracking Service with 
some more super dupe-r, really 
excellent, excellent POKEs. Seri- 
ously, though, type in this shod 
listing . . . 


10 FOR X- 679 TO 092 
20 HEAD A: POKE X.AjNEXT 
30 DATA 169,251,141.126,206 
40 DATA 133,252, 141, 127, 206 
50 DATA 32, 0, 206,96 


Done that? Fine. Type RUN (RE- 
TURN) followed by LOAD (RE- 
TURN) to load the first pad of the 
game. When the ’READY' prompt 
appears, enter these POKEs: 


POKE 1007,167 (RETURN) 
POKE 1000,2 (RETURN) 


Now type RUN (RETURN) \o load 
the res! of the game. When the 64 
resets, you can enter some more 
POKES . . . 


POKE 34042,(0-255) number of 
lives (RETURN) 


Or these POKEs; 


SKY JET (IVfastertronicJ 


Mr Paul C ol Sutton Coldfield, Or these POKEs 
THESE are YOUR POKEs. Yes 
they ate, Rewind your copy of Sky POKE 27016,23* 
Jet (make Su r e if s in the tape deck POKE 270 1 7,23* 
first) and type in .. POKE 2701023 


POKE 27016,234 (RETURN) 
POKE 27017,234 (RETURN) 
POKE 27010,234 (RETURN) for 

infinite lives 


POKE 33069,234 (RETURN) 
POKE 33970,234 (RETURN) for 

infinite lives 

SYS 2053 (RETURN) Starts the 
game 


When 'SYNTAX ERROR 'appears, 


POKE 27163.96 (RETURN) to 


When ' SYNTAX ERROR' appears, 
enter the following: 

POKE 43,1 (RETURN) 


POKE 29791 T 0 (RETURN) 

. ■ _ followed by SYS 40093 (RE- 
TURN) to start the game. 


Or even this POKE 


When ’SYNTAX ERROR’ appears, 
you know what you can da . 

POKE 12176,(0-255) number of 
lives (RETURN) 

followed by $VS 12120 (RE- 
TURN) to start the game 


TAPPER 
(US Gold/Sega) 


[tap, tappity-tgp . I've just 
all night long 
ime Hackei il 
on one), He sent In some 
s for this ageing arcade con- 
version, and here they are . . , 

OK, get out your Tapper cas 
sette and shove il in the tape 
{not too hard, you don't want t 
spirt it, do you?). Now type In 
tickle listing . . 


10 FOR A=300 TO 313:RE' 
SPOKE A,B:NEXT 
20 DATA 169, 165, 141. 

30 DATA 169,0. 141,'Sl, 128 
40 DATA 32 . 132, 255, 96 H 


Now that you've done that, rewind 
the Tapper tape and type RUN 
(RETURN) followed by LC 
(RETURN) (at this stage, it does 
help if you depress the play button 

on the cassette deck). 

’ READY ' prompt 
cur sou enter ibnim.PftttFlt - ' 


1011,44 
POKE 1012*1 
POKE 306,(1-15 
(RETURN) 


RN) 


number 


Ight, now typo RUN (RETURN 1 ! 

1 10 game wi'i load aiWmn. ana 

BHHHBpPMffc lu-es to play 
MwHffmalso start on the level 
Cr choiceJ 


POKE 43,255:LOAD (RETURN) 


KONG (AnirogJ 


This game is really kicking it, but 
here's a couple a’ POKEs for rl all 
the same Actually, these POKEs 
arc for the turbo version and were 
supplied by Paul C. After yau've 
rewound your Kong tape, type in: 


POKE 43,255: LOAD (RETURN) 


MUGSY'S 

REVENGE 

(Melbourne HouseJ 


A lew short hints from Richard 
Nokes of Erith, Kern , . . 

* Never donate more than a 
grand to the policeman^ char- 
ity. 

* Only send a grand to set up the 
smuggling net 

* Try to build up your stock to 
100 barrels and then sell them 
off by the truck! bad, 

* Hire ’spud 1 Murphy for 15 
rand and put out a contract on 

po Roc kerf eller or he'll sap 
your money by a third time after 
time. 



ZZAPT64 July 1986 56 






f/ 

1 

ft 

ji' 

^ ^ 



¥ 

t' 




fa ^ 



l 

f! Q 

3Cjr x 

! ^ 

* 

| In || 



BPi-laui, 



J* & 

ft * 

* 

A 




■ ,Q 

mam* mm i 



» 

' ft 

*■ fc 

4 





ELECTRONS 


CRiSTWlS HIGH 

PENSITY 

CtOUP 


PU^MtflTfoNS Lip P355 





TIPS 


rNTERNATIONAL KARATE (System 3 J 


Now wot do i have hare, ladies and 
gen t $ 7 It's yer actual tnlemsttonaf 
Karat 9 cheat, innif?! Nat one, nal 
one-and-a-haif, but TWO! I kid you 
not, ladies (and gents), TWO 
CHEATS! Wot we have here ts two 
very tasty lithe cheats, courtesy of 
Mark 'awlritedarlinwannaride?' 
Cale trgm System 3! No, please, 
I'm ' endured, but I'm ere to give 
you these cheats — yes missis I 
did say GIVE — i know. I'm saltin' 


me own granny k:i white slave trad- 
ers to bring you 'em, but yet werf 
it, cos you’re me public. m'yer? 
You most certainty are 
Right wot you da is 'old dahn 
these keys and sumtin’ 'appens, 
dunn-l If you 'old dahn ADZ M,yer 
actual backgrahnds change, and 
it yer 'old dahn S£ rhe two geezers 
turn rahnd ' n' lace yer 1 Now that's 
wot I call a cheat, missis. Yes I do, 
and no mistake, 


STARQUAKE (Bubble Bus) 




Umpteen zillnon trillion peoplfi 
have sent In codes and tips for this 
whtzzo arcade adventure. So I 
must say thanks to — actually, 
there are far too many names to 
mention, so here a/e the codes, 
which take up much less room and 
are intrinsically more interesting. 
Thanks lo those of you who did 
send in any lips and codes, 
though, 

SOME CODES . . . 

SIGMA 

ASTRA 

HYLIS 

KAPPA 

FEMUR 

CHASM 

MAUS 

METRE 

XENON 

COSIN 

PLASM 

POLAR 

ZAP 

MESON 

A CHEAT . . , 

This little cheat was sent in by an 
11 year old caM Super Steve, 
who's not so super 'cos he didn't 


include his address. Unfortu- 
nately, I couldn't test the following 
L cos some rotten beggar’s 
kmcked the Starquake cassette 
(either that, or it's got sucked up in 
my Black Hole), Anyway, 1st me 
kno w . . . 

When you are on your last life, 
hold down F3 to pause the game 
end move the Joystick at the 
same time. You should now be 
going very slowly. Get killed, 
BUT DON'T LET GO OF F3 and 
keep moving the Joystick. You 
should now have 100 lives to 
play with. Refloat as is neces- 
sary, 

AND A POKE , . . 

This POKE wag supplied by Angus 
Muir from Stockport, Cheshire. 
I'm afraid that you’ll have to rest 
your 64 If you wanl to enter it, 
though, So load the game, reset 
your 64 (should you be so brave) 
and enter this POKE: 


POKE 12346,254 (RETURN) for 

TOO lives 

SYS 30BB (RETURN) to start. 


PAC MAN (US Gold/Datasoft) 

Some more POKES, courtesy of The rest of tb 
Angus. Stuff your Pat Man tape When the 6^ 
into the ‘player”, type LOAD (RE- POKE 
TURN) and press play on tape. 

When the 'READY' prompt POKE 5737 
appears, enter the folowmg: lives (RETUF 


The rest of the game will now load. 
When the 64 resets, type in this 
POKE: 

POKE 5737,(0-255) number of 
lives (RETURN) 


POKE 

1011,243: POKE 
(RETURN) 


10t0,76:PQKE 

1012.252:RUN 


Enter SYS 2064 (RETURN) to start 
the game 


BRUCE LEE (US Go lei/ Data soft) 

player , Rewmd it to the begmnlr 


H oooooocoe res TroHy, Game 
Hacker II from Bolton , Lancs* He 
sent his greetings and some mom 
POKE& Miat don’t require a reset 
Srmply grab the nearest available 
Copy of Bruce Lee and type In this 
very short listing 

10 FOR A- 300 TO 306: READ 
B:POKE ABrNEXT 
20 DATA 169. 165, 141,38 
30 DATA 29, 32. 132. 255, 98 

Now type RUN (RETURN) and 
stick your Bruce Lae tape in the 


and type LOAD (RETURN) to I 

first 


I 

the READY 
enter 


p»t of the game When 
prompt appears 


POKE 101 1 ,44 (RETURN) 

POKE 1012,1 (RETURN) 

followed by RUN (RETURN) 

game will load and run, r“ 
uteyer one and player two 
" Ac lives to play with, 
nee. 



m 


ifJLa 

-YMjn, 


M 


SPIND1ZZY (Electric Dreams) 


Well, there we all were at the Com- 
modore Show, merrily quaffing ale 
by the bar (ah. how we quaffed), 
when who should we bump <nl o 
but . Paul Shirley 1 So. we took 
the opportunity to buy him a drink 
and had a quick chat and he tgld 
us about this neal little cheat for 
Sprndiziry . . . 

Rewind your Sptndtzzy cassette 
(make sure that it's in the tape 
deck m the lirst place) and then 
type in this listing, as supplied by 
our very own Garg {and! t hat's not 
a spelling mistake — he likes ft 
that way) Liddon 

10 REM i LIED! 

20 F - 679 


30 HEAD A 
40 POKE F.A 

50 F = F -t- 1 

60 IF A >255 THEN 30 
70 SYS 679 
80 LOAD 

100 DATA 120, 169, 52. 133, 1 
110 DATA 162, 6, 189, 7,8 
120 DATA 157, 0, 223. 202, 1 6 
130 DATA 247, 169, 55. 133, 1 
140 DATA 88, 96, 255 


Now type RUN (RETURN) and 
press play on tape when promp- 
ted. Spmdizzy will load and run as 
normal, but when you commence 
play the timer won't tick down. 
Good. eb7 


WIZARDS LAIR (Bubble Bus] 


Darren Taylor and Andrew Tor- 
kingtoo (no fixed abode it seems) 
have sent in alt seven passwords 
for Bubble Bus’ first ZZAPI Sizzler. 
So, here they are 

CAIVE 


HAWLQ 

CRYPT 

DUNGN 

VAULT 

UAYR 

LYONS 


Wll LOW PATTERN 
(Firebird) 

Ol! Just thought that I'd let you 
know that the following PQKEs 
require you lo resel your 64, and 
that they were provided by Simon 
and Stephen Stockdale ol 
Hucknall, Notts. Load the game, 
reset the 64 and type In the POKES 

POKE 3121,32 (RETURN) to stop 
the arms an I he bridge killing you 
POKE 2394,(0-255) number of 
lives (RETURN) 

Now SYS 2304 (RETURN) ta start 
the game. 


ARK PANDORA 
(Rlno) 

Dominic Hailstone of London 
SW13 sent in the following tips: 

Get the CRUCIFIX end the FINE 
NET. Go to the BARN and use 
the net to catch the FERRET, 
Drop the net, go to the 
slAlLHOUSE «nd use the ferret 
to get the KEY, Drop the ferret, 
find the HIGH PRIEST and throw 
the crucifix at him. Get hie ROBE 
and 90 to the )ail house . Wearthe 
robe end the guard will fat you 
in. Go to the top of the Jail and 
use the key to free the prisoner. 
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DIXIE'S FOLLIES [US Gold/Amerlcana) 

Hey! Did you know, that it you start because if you type in FANDA 
the game and type in FRANK you you jump to level nine! 

jump to level five?!! Wow 1 How $im - Aaa aaa w - wot! — you’ re j okin 1 !? 

ply wacky 1 Well — and this is the Nope, 
realiy zany hit — that’s not all, 


TIME TUNNEL (US Gold] 

Do you wanna know how to complete the last three time zones and 
the game itself? Alright then, here we go . . . 

Thanks to Mark I mine from Edinburgh who helped make the 
following tips possible, 

1092 Colonial Salem 



MERCENARY {Novagen J 


A few mom Mercenary mini- tips Jan Thomas of Epsom, Surrey 

found out this interesting fltfle- 
quirk , . . 

It is possible to pick up the Paiyar Walk out of the door marked 
Brother In-laws spaceship when with a skull and crossboneeon the 
in possession of the Kitchen Sink, bottom level of the Colony Craft, 
You can then put -i on a different and press L to slop falling. You can 

Course and let 1 1 flit back and forth now walk about and use ships as if 

you were on the ground! Thus 
means that you can reposition 
If you enter the transporter m the objects at will — remember the 
Laboratory [a door marked with a screen shot? 
skull and cnaesbones} it transports Also, if you have the Kitchen 

you down to the planet and Sink you can take the elevator 

reverses all the locations! cage at St -35? 



FOURTH PROTOCOL 

Thanks to Jason Kennedy of 

Klrkby, Liverpool for these tips . , , 

Part One 

When asked to go to Stockholm 
reply YES and view the fife ort Nil- 
son. Then tty to Umea and then to 
Storuman where you will find Anna 
Nilson, Examine the 1 effects' to 
find a fingerprint’ this doesn’t 
match NHson’s recorded print, ft is 
m fact Stenbenj's, read his fife and 
the Commander's. Return to Lon- 
don and find Plumb's telephone 
number. By now you should have 
around 760 prestige and 85% 

The answers to the questions 
are: 


1) FAULKNER 

2) SWEDISH 

3) NILSON 

4) STENBERIJ 

5) FINGERPRINT 

6) GAZA STRIP 

7) FALSE FLAG 


NB: you cannot complete the 



[Hutchinson] 


be given your password for the lift 
in Part Two — ASPEN 


Part Two 

Search the coat and unlock the 
desk. Go north and search the 
filing cabinet. Look for Preston to 
get an ID card. Search around until 
you find a computer, lake it and 
then use the Itft. Go- to the 2nd floor 
and talk to Harcourt-Smith, DO 
NOT take the folder of documents 
because you won’t be able to 
leave. Always use the under- 
ground. Get off at Westminster 
and cross the bridge. Keep going 
until you find a run-down house. 
Go in and you will sec Penfoid from 
Admin. Talk to him and he- will give 
you a paper with a message. How 
do you crack it? Elsewhere you will 
find Boots in Oxford 1 Street, You 
can buy a camera for fifty pounds. 
You might also find a University 
and a computer. Type In 
'SYETGFOR' and it will say 
■TRAFFIC LIGHT' — mysterious, 
eh? Take a physics book and 
examine it. 



SKOOLDA2E (Microsphere) 


Go into the Chemist, pick up the potion and walk to the far right 
hand location — a shack beside a take. Enter the shack and drop the 
potion. Gefthe cauldron from the closet and put it In the fireplace. 
Now drop both potions in the cauldron (remember the potion in the 
closet}, Leave the shack and go left, Enter the second entrance to 
your left, get the broomstick and return to the shack. 

Put the broomstick in the cauldron and shoot it. A puff of smoke 
should appear, tf so, leave the shack and wait for a bat to fly by. 
Shoot it, pick it up, enter the shack and dump it in the cauldron, Now 
shoot the cauldron to make the broomstick float around the room. 
Get the broomstick, leave the shack and fly right onto the next 
screen. There is a piece of map under the rock at the lop of the 
screen, and a secret tunnel — leading back to Gnome Mansion — 
under the rock to the far right of the screen. Remove the rock 
covering the tunnel before getting the piece of map, then use the 
tunnel to get back to Gnome Mansion, 

Take the piece of map to 9999 to complete 1692 . „ . 


66 BC Mythological Greece 

Go to 893 BC — Magical Persia — walk up one screen and gel the 
shield to your right, Put it in the closet and keep walking down until 
you are transported ba ck to Gnome M anslon, N o w go to 86 BC , . . 

_ Go straight ahead, through the door and through the pillars. Get 
the shield from the closet, then go left until you meet Medusa. She 
will fire at you but the shield will deflect her shot and kill her instead. 
Drop the shield and get the glowing sword, then go right, and right 
again. 

Walk up to the loose brick at the top of the screen — it will 
disappear to reveal a candleabra. Leave It for the moment Go down 
and touch the loose brick to your right to reveal . . . another 
candleabra. Get it, walk up and then left into the location which 
Medusa once inhabited. Drop the candleabra on lop of the far right 
pedestal. Now go and get the other candleabra, bnng it back and 
drop it on the left hand pedestal. Shoot both candleabra to light the 
candles, and a piece of map wilt drop down. Get it and go back to 
Gnome Mansion, then go to 9999 and drop it. 

393 BC Magical Persia 

Walk up two screens until you see a large boulder to your right. Get 
the dynamite from the closet and put it on the boulder. Get the torch 
from the closet and light the fuse of the dynamite with it. Walk down 
into the screen below, then back up to see the boulder get blown to 
pieces by the dynamite. Enter the caves (make sure that you have 
the torch) — avoid the pH In the centre of the room, as it transports 
you back to Gnome Mansion — and walk right, into the next room* 
Get the magic lantern and put ft in the closet. Leave the caves and 
go down. 

To your left there should be a yellow pot. Got the magic lantern 
from the closet, drop it and shoot it to turn it into a snake charmer’s 
flute. Walk past the pot and take off the lid. Drop the lid and get the 
flute— a snake will appear and drop a piece of map next to the pot. 
Approach the pot carefully and get the piece of map. Now walk 
down until you are transported back to Gnome Mansion. Take the 
piece of map to 9999 and wait for the full map to assemble. When It 
has done so, the message THE DAIMYO CARRIES THE STAFF’ 
will appear. Go back to 893 8C, 


Here are a few quick lips from S * Go to lessons but wait outside 
Clifford (no address supplied)- the room until the teacher 

arrives. As soon as he stands in 
" Hit the teachers when a big the doorway, knock him down 
pupil is near^- his tines become and keep doing so until the next 
your points. lesson starts for lots of points. 

Follow Boy Wander at play- ■ When you are told at play-time 
time to the exam room and while to avoid Angelface, go to the 
he writes on the blackboard, Reading Room as he never goes 
knock him down and hit the there when he has mumps 
shield. 


Walk up to the pot containing the snake and get the flute. 
Approach the pot and the snake will appear. Drop the flute by the 
pot then shoot the snake. Go up to the pot and a staff will appear in 
your hand. Walk up and enter the caves. Walk around the pit in the 
centre of the room, go through the middle door and . . . You've 
completed the game!!! 


Send all relevant bits of mail (and that doesn’t include SAEs) 
to: ZZAPt TIPS, ZZAP! MAGAZINE, PO BOX 10, LUDLOW, 
SHROPSHIRE SYS1DB 
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SPECTRUM/CBM 64 


DEADLY SPORT OF THE FUTURE 

ONE OR TWO PLAYER 
FURIOUS FIGHTING FANTASY 


DENTON 


BOUNCES ts AVAILABLE NOW FRO WALL GOOD SOFTWARE 
DEALERS. IN CASE Of DIFFICULTY PLEASE WRITE TO 
BEYOND SOFTWARE G-9 UPPER ST, MARTINS LANE 
LONDON WCZH 9DL 
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THE EYES 
HAVE IT 


In ihts month's Compuner Art Gal- 
lery', it seems the eyes have it. There 
has always been a fascination with 
eyes, windows onto the soul, mir- 
rors of reality and illusion; in most 
cultures eye contact is an intimate 
and alarming event. Nearly all this 
month's works are connected with 
eyes. 


FYFBAll 

{hacked hyChrif) 

Again, a closeup of 
(he eye draws us in, 
but (his time eye 
con tad is absolute. 
All i he elements erf 
ihh picture rqmpire 
to a calmness, mis- 
sing from lackson's 
work. See how the 
shape nf the blue 
area matches Ih? 
weight and shape of 
the pale skin tones 
ihai delineate the 
nose 




TIGER, TIGil 
(hacked by Cbm ) 

Human eyes are said 
to have the power of 
dominaling and 
frightening animals, 
but the reverse is 


true, and never 
more 50 Than in pic- 
tures This one is re- 
minrscen! of those 
well loved animal 
prints that hang on 


sci many living room 
walls around Ihe 
country, but the 
compositional ete- 
menls of the circling 
black lines in the 


tiger's fur, spiraling 
in towards the crea- 
tures eye*;., are riot 
accidental, and lift 
this work above the 
merely decorative. 
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RITE H Cmnhtgef 

Continuing with h-is 
pn&iccupalion with 
strong and large pto 
lure elemenli, 


Grumnger here opts 
■Bor the simplicity of 
a silhouette ifit 
against a stark and 
angry sky, It'iddaS' 


sit pyramid com- 
position,, presenting 
little problem to the 
viewer, leaving, us 
free to contemplate 


the dwlul fate await- 
ing the vitlim — a 
comic strip final 
frame of some 
power 




ItOCKFOR- 

OANTiElO 

Grimmer 

Moving ji'.vav from 
eyes, this amusing 
lampoon from 
Cjrunmger employs 
the strong perspec- 
tive of ihe ZZM' r - M 


logo as a 
background to the 
activities of a 
strange, insect- Ilk* 
creature who ap- 
pears in be either 
sculpting the artifact 
lor is il actually de- 
facing it ff 




RUING DOWN 

Hugh ttHey 

Master of the un- 
usual. Hugh Riley's 
tales! is an animated 


sequence that sadly 
loses much of its sig- 
nificance here Four 
people gel in a lift, 
we sense the doors 
shut, the lift de- 
scends several 
floors, the figures 
remain in ashamed, 
frozen poses, silent, 
uncomumcahve. 

Rut their eyes tdl the 
story, furtively shift- 
ing left, right, for- 
ward, secretly eye- 
ing each other, 
glancing away when 
< oniact is made, af- 
raid yet desiring, 
poised above the 
abyss of life rep- 
resented by the lift. 



humming bird 

Rtth f3<-ku,m 

With simple and defr 
strokes of flat colour 
and Ime, Jackson 
turns hb picture into 
an almost Japanese 
composition, The 
blue of rhe bird 
seems to be colour- 
ing the face as il 
biurre across (he 
huge eye. Is there an 
element of aprehprv 
tion? Perhaps the 
ra/or sharp bill , cut- 
ting across the 
eyeball is intended 
tq r ause il frisson of 
danger 



TORN 

JSofj Stephenson 

It's the isolated eye 
in this latest picture 
from Stephemon 
that first catches the 
attention, although 
the surrealist de- 
struction of the- 
photograph is much 
the stronger device. 
Is the torn fact a hid- 
den desire to de- 
stroy the person de- 
picted, or merely an 
accident of life? The 
calmly disengaged, 
almost disin- 

terested, eye (ells us 
nothing, 
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Tue 18 March — in France 

Settled in hare now. Found an ace 
black run today, you can go for a 
whole side of Genesis down it 
without stopping, but on the sec- 
ond time down I hit a tree stump 
protruding through the snow, and 
did an un intentional fly ing- Y ak bit , 
and landed on a part of my 
anatomy I 'd rather not have landed 
on. Fired up the 1 28, finished the 
Mushroom planet and designed 
one more, then did a nice fade bet- 
ween planets routine. 

Wed 19 Mar 

Cloudy weather — makes ski-1 ng 
hard coz you can't seethe bumps. 
Wrote sonix driver and started to 
phase in some of the FX for walk- 
ing, jumping etc. 

Thur 20 Mar 

4 

Still cloudy. Some snow Had to | 
buy crappy. French headphones " 
to replace my excellent Sony pair ^ 
that t knackered when I got them 'jf 
tangled up in a chairlift, dammit! 
Extended the sonix driver and did 
a lew more FX, Sonix take ages, 
lots of messing around to do 
before you get it just right. 

Fri 21 Mar 

Piste alt day, back for more SFX, 
had to rearrange the interrupt 
sequence to get it ail to fit in the 
frametime. 

Sat 22 Mar 

Excellent day — bright sun, good 
snow, didn't start wort* till late coz 
I went on skiing so long. Wrote 
module to link 8 sprites reserved 
for 'enemy ships' to planetary 
motion, and also give them each 
independent velocities. Did a little 
work on the Pause mode when t 
got back from the bar. 

Sun 23 Mar 

Really bad weather, horrible snow 
that's nearer rain and so sticky you 
need to be standing on a near-ver- 
tical incline before you even start 
moving, Hit the bar eariy, then 
hack for mega Guardian session, 
then a little more work on the 
pause mode, 

Mon 24 Mar 

REALLY crappy weather. Got 
soaked skiing, thawed out in the 
bar. Retired to room to think about 
the alien control system while lis- 
tening to 'The Wall'. Planned it out 
idvto ' A 
r Phase II of the game, 
thinking along the lines of Batafyx 
Subgame 1 crossed with a sort of 
overhead view vertically "Scrolling 
Marble Madness track. Finished 
off the Pause mode after evening 
bar. (This'll be the only Pause 
mode that's been written 
TOTALLY under the influence of 
very expensive Guineas), 


on paper ready to code later Got a 
neat idea for I 


We had to miss out part two of the Daily 
Llama (Jeff Winter's diary of his latest 
game, I RIDIS ALPHA), last month because 
Jeff took an unscheduled holiday (at least, 
it wasn’t on our schedule)! So we pick up 
the trials and tribulations of everyday 
programming life not where we left off, 
with the Hairy Yak off to the Clocktower, 
but somewhere in France. 


Tin £5 Mar 

New snow, much better skiing all 
round. Linked completed Pause 
mode to rest of game. Started on 
alien control system. Went down 
bar and got absolutely smashed 
and had amazing discussion on 
Life, the Universe and Everything, 
Listened to 'Wish You Were Here' 
at half-3, In the morning . . , ace!! 


Wed 26 Mar 

Skiing OK, came back after full 
day's pistebashing to do some AC 
System hacking. Hit a terrible 
awful bug. ran through the code a 
million times but not got it yet, so 
down bar to drown sorrows in 
copious amounts of Guiness. 


Thu 27 Mar 

Sk img al I day then back for t he last 
day's coding in France, I go home 
tomorrow. Wrestled with the same 
hug for three hours, was despair- 
ing, then noticed a single missing 
comma in a massi ve data table 
that the assembler had neglected, 
in its infinite wisdom, to flag as an 
error during assembly, choosing 
instead to trash the whole data 
table. Inserted comma; end of 
bug. Guinness.. 


Fri 28/Sat 28 Mar 

Trains, trains, trains and Fren- 
chmen, ferry, more train, London, 
underground, train, bus, Tad ley, 
tea, crash. 

Sun 30/Mon 31 Mar 

Lazy. Didn't do anything, couldn't 
because me 1 28 is in France and I 
need to buy another one, and it's 
Easter holidays, 

Tue 1 Apr 

Went into Reading to get a 1 28D, 
got it, intended to return and duti- 
fully do some work, but instead 
met some ol the Incentive mob, 
worn to pub {lata I mistake for prog- 
rammers). all ended backinTadley 
for mega- Colourspace session, so 
fat chance of getting any work 
done there . . . 

Wed 2 Apr 

Set up new 128D, machine is fine 
but has a noisy fan and sounds like 
a small but enthusiastic Hoover. 
Did a little more work on the ACM, 
not much mind you. 

Thu 3 Apr 

Went up to London to see Ariola 
mob and copped some Amiga 


stuff off them — EA stuff but not 
Marble Madness yet — they seem 
quite keen on fA r especially my 
ideas for phases. 

Fri 4 Apr 

Decided for a break to do a Little 
work on Phases end give Phase 1 
a rest. Slatted at 1 1 am, finished at 
7 am next morning, with a LOT of 
work done. 

Sat 5 Apr 

Lots more work done today, I now 
have a tidy little demo of Phase 2, 
Including complete control system 
and scrolling background in four 
different colour-schemes., and ell 
inertia routines working. Not bad 
for a couple days' hacking — got 
to bed early tonite, 6 am! 

Sun 8 Apr 

Started to get a little sidetracked 
now, coz I have to get my newslet- 
ter done before l go to Lanzarote 
On Thursday. HAD A MEGA COL- 
OURSPACE SESSION that 
finished about half-3 then up writ- 
ing newsletter tilt 6 One day 
maybe I get some steep. 

Mon 7 Apr 

Did a kttte more tweaking to phase 
2, removing the odd bug I'd found . 
Then finished newsletter over- 
night. 

Tue 8 Apr 

All day working on lightshow for 
performance at Clocktower this 
evening. Went good. Got big cheer 
for 'Stairway to Heaven', and free 
beer all night. 

Wed 9 Apr 

Preparing to go away tomorrow. 
It's a hard life having to keep trek- 
king around to the snow and the 
beaches, you never seem to get a 
decent stretch of work done , . . 
{hehehe) 

Thu IG/Thu 17 Ape 

Sun, sea, sand and CAMELS. 

Fri Ifl Apr 

Prepared demos to send oft to 
ZZAP! Couldn't get much serious 
done because I have to cart all my 
gear up to London tomorrow for 
CES Show at Olympia, goes on till 
Thursday! Then, thank goodness, 
t get a clear run till the Commodore 
show, I will at last be able to settle 
down to some decent coding. 
Holidays and shows are line but 
tend lo disrupt you something 
Chronic!!! 


More thrills and data spills next 
month as IRIDiS ALPHA hurtles 
towards the Commodore Show 
(rel respectively) and Jeff sam- 
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THE G REENCHOMP 


Design a recipe 
for POPEYE 
and win! win.' win. 


Clocks, T Shirts and 
Copies of POPEVE 
the game to be ivoo 


spinach — a little more imaginative 
than Spinach on Toast, or 
Spinach and Chips if you don't 
mind. 

Come up with a realty yummy 
recipe to take the tedium out of 
spinach straight from the car for 
old Popeye the Sailorman. Send 
us your recipe* or a drawing or 


Gug 

G ug 


maybe even a photograph of your 
culinary creation (but please* NO 
SPINACH!) 

The two most scrumptious 
spinach recipes on the day of 
judging will win their creators a 
Popeye alarm clock* a T shirt and a 
copy of the game. The next five 
entries* in order of yumminess win 
a Popeye wall clock, T Shirt and 
copy of the game; three more run- 
ners up are set to have a T Shirt 
end copy of the game and then no 
less than 40 ru n ners up wi 1 1 have to 
make do with the game on its own . 

Get those culinary creations into 
the ZZAP! office by 10th July, 


Send them by Interveggie H you 
like, but make sure they arrive at 
SPINACH COMP* ZZAP! 
TOWERS, PO BOX 10* Ludiow, 
Shropshire, SYS 1DB* Remeber 
NO FOOD — rodpies/drawings/ 
photos/restaurants only. And if the 
winning entry looks like it'd be a 
really good feast, we might just 
rustle it up and feed it to Mr Liddon 
to keep him quiet (and healthyj for 
a while! 


COMP 
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Popeye’s a very different kinda 
hero, Norse of this "wearing your 
underpants on the outside of your 
trousers 1 ' stuff for HIM, oh dearie 
me, no. All he's interested in Is pro- 
tectin' Olive Qyl and Biffing Bluto 
the hairy bad guy. A true crusader 
for Truth and Beauty, 
it's not too surprising that the 
heroic sa Norman quaffs spinach 
every time he needs a bit of 
boosted muscle power — it's 
definitely very good for you. That's 
why your Mum keeps going on at 

S 3U to eat up your greens , you see, 
ut over the years, just ripping the 
top off can after can of spinach 
and gulping it down must get a bit 
boring — let’s face it* mouthful 
after mouthful of unadulterated 
Greenehornp makes a monoton- 
ous diet really — just like an end- 
less diet of fi2zy pop, crisps and 
sweeties gets boring after a while 
(unless you're Gary Liddon, 
Foodaholio of this Parish who eats 
anything that comes within grab- 
bing range, no matter what), 
Popeye, the game is hero! 
Released by Macmillan, the game 
gets a dose examination this 
issue. And a very jolly game it is 
tool 

To mark the event of the launch of 
the greenchomp guzzlin' game, 
the nice Mr Neild (Marketing Big 
Cheese at MacM's) is offering 
some very tasty prizes indeed to 
the winners of this competition. To 
enter, we'd like you to get into Chef 
Celebre mode and dream up a 
delicious new dish featuring 
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A complete monthly guide by the Infamous White Wizard 
^ for all 64 owners who prefer games involving typed commands 
1 rather than wiggled joysticks. 


Ca be gfobenture 


of the game is playing a graphics 
version of Colossal — I r ve always 
wondered what the Hall of the 
Mountain King looked like. St 
Brides have really gone to town on 
the pies and they make a great con 
sri but ion to the game. 

The game itself is, let's face it, 
absolutely farcical. it's chock full 
of the most appalling jokes i have 
ever encountered. Right from the 
very beginning when yon find 
yourself having to insert a penny 
in the slot to enter the small brick 
building, you arc assaulted by a 
series of comic situations, some of 
which are genuinely am using and 
some so uti -funny that you have 
to laugh anyway. 

The structure of the game itself 
is well thought out. The program 
takes on the role of a guide to show 
you through the caves. As such, it 
continually belittles your efforts 
('You can't carry that much, 
wimp'} and eggs you on. The 
responses are hu more us a n d ligh L- 
hearted, all combining to raise the 
level of enjoyment. 

Just to give you the flavour of 
the game, you are almost 
immediately confronted by an 
angry bull that refuses to let you 
wander down the infamous gully 
towards the equally infamous 
locked grille. 'Are you still there?' 
roars the bull, having refused to let 
you pass ... If you reply 'No 1 , he 
goes away, because— you guessed 
it — hesgufly-bult. 


She rfock and Bored of the Rings. How 
does this latest crazy offering 
shape up? 

Well, let's face it, it had to be 
done sooner or later. The general 
adulation lavished on Crowther 
and Woods' original masterpiece. 
Colossal Cave . positively cries out to 
be satirised, and I'm surprised that 
no-one has done it before. How- 
ever St Brides have filled (he gap, 
and filled It very well indeed. 

The Very Big Cave Adventure is 
Quill-ustratcd, and the graphics 
are excellent. In fact, half the fun 
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□ t Brides, after 
£ flirting with 
C Audiogenic, now 
v seem to have set - 
£ tied down with 
I CRL. CRL, in 
2 their turn, are 
S demonstrating 


serious intent in 
the adventure market by taking on 
a number of well-known fringe 
adventures, including Robin of 


OK, don r t sa y I did n T warn you , 
As it is, f found the game very 
enjoyable to play. There are one or 
two moments where 1 fell that the 
Quill -pa uses were overdone and 
one had to wait rather longer than 
is desirable foranaction to proceed 
on-screen, Apart [ram this, how- 
ever, 1 feel that this game repre- 
sents the Quill at it's best. Despite 
the rather high cost of £7.9-5, 1 feel 
that this is a must for ail spelun- 
kers. 


Atmosphere 
Interaction 
Instability 
Value For Money 
Overall 
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Time to take a break from polishing your wands, my 
friend*. This issue sees some red-hot new releases to bate 
the breath of even the most accomplished Ipslssimus. 
Over the last few weeks Lhe Bearded One has waved his 
wand over the PRICE OF M AGIK, QUESTPRGBE Ilf, and 
St ABASE DELIA. What's more, courtesy of CRL and St 
Brides, we take an in-depth look at the very first adven- 
ture of them all . . , THE VERY BIG CAVE ADVENTURE. 
Adjust your pointed hat, fasten your cloak -zip and read 
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£ t'i fact it, Level 
9 are getting 
ambitious in 
their old age. 
This is the second 
game featuring 
their new adven- 
ture system r 
which now offers 
1 000 word -plus vocabularies, bel- 
ter parsing, and even (on this latest 
version) RAM SAVE, RAM 
RESTORE, and an OOPS' com- 
mand for taking back silly moves. 
Seems like a bit of I nfoconi-ba idl- 
ing is in progress up at the Weston- 
Super -Mare fantasy factory. 

The first thing to point Out about 
the Price of Magik is its use of 
Lenslok. Apparently the dreaded 
Lens Ink system flashes up at inter- 
vals throughout the game, pre- 
venting you from making further 
progress unless you can enter the 
Correct input. I say apparently, 
because it didn't do It once during 
the whole time I was playing. 


with really rather abominable pic- 
tures. 

That said, f reckon that the Price 
of Magik pics are slightly better 
than any of Level 9's previous 
efforts However, they stall cont- 
rive to leave me, at best, puzzled 
The contents of the pictures often 
seem to bear no relation to the 
conienLs of the rooms except in a 
few obvious cases. So, for exam- 
ple, In one misty corridor we see 
mist alright, but in another cor- 
ridor we see what appears to be an 
enormous table (not mentioned in 
the text) or, in another room, a set 
of stairs definitely leading down- 
ward (similarly out of context), 

These are, however, niggles. 
There are possibly some slightly 
more serious criticisms of this 
game, but let's leave them for the 
moment and get on with the plot. 
The basic idea is not really terribly 
original (serious criticism number 
one). The Red Moon crystal is 
being exploited by an unscrupul- 
ous magician from whose control 
you must wrest the valuable 



front. Exit* *r# mst to * woodshfd, 
upwards to * vino and in through a 
door. Vou con so* « Mint, 

Hhot now? If 
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which only goes to show that 
cither my copy was faulty (un- 
likely I or else that you may just get 
away with it from lime to time if 
you're lucky. 

The Price of Magik is the follow 1 up 
to Red Moon . Predictable, really, 
since Red gut the best reviews 
of any Level 9 game since the old 
days of Adventure, The 

reason, most 1 kely, is that in fact It 
represented nothing so much as a 
return to the old days, with magik, 
dragons, and a good deal of spell 
casting, Adventurers seem to go in 
for this sort of thing, so a follo w-up 
in the same mould seems like a 
cast-iron bet. 

Tor a cassette- based game, this 
title really is pretty impressive, 1 
played it for several hours and 
found myself still weighing in at 
the MOO locations explored' level, 
which leaves at least another 100 
still to go, and every one with a 
matchless Level 9 graphic, I say 
"matchless' because no-one else 
seems to be able to beat their com- 
bination of excellent drawing 
routines (which you can interrupt 
to pass on to the next location 
without waiting for them to finish) 
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artefact foF the benefit of human- 
iiy. To do this, you must enter a 
vast mansion with nothing but 
your wit and repartee and acquire 
ma g icai expertise to Overthrow l h e 
baddy. 

There are 18 spells to learn in 
the game, but at the start there are 
no instructions about what form 
they might lake or how to use 
them. However, as a word of 
advice, the Wia reckons that you 
should lake careful note of all 
inscriptions, most of which pro- 
vide either a spell word ora hint of 
one. All spefls require a focus or 
talisman to operate, but you can 
find this out easily by attempting 
to cast a spell with an empty inven- 
tory. The program will tell you 
which talisman is required. 

Finding out exactly wliai the 
spells do isn't quite so easy, For the 
most j*an this involves simply 
wandering around and casting in 
all directions, then waiting to see 
what happens. Unfortunately this 
is a lengthy progress and develop- 
ing your magikal skills is oneof the 
main challenges of the game. 

Hints are given throughout by 
the program whenever you are in 




the presence nf a magikal artefact. 
The message Your sanity is sha- 
ken' appears whenever such 
forces arc present. This message 
refers to the title of the game and 
the main idea behind the scoring 
system. Mr Austin apparently 
thinks that a belief in ntagik and a 
mastery of it can only be 
developed as one's sanity declines. 
The White Wizard is thoroughly 
insulted by this attitude and as 
soon as the men in while coats let 
me out 1 shall be round to Weston 
to make PA see reason. 

In the meantime, while you play 
the game, yuur sanity rating stead- 
ily diminishes as your magikal 
slat ns increases. More seriously, 
your stamina decreases as well 
since this is the first Level 9 game 
to feature wandering independent 
monsters who you can not only 
talk to, but also fight, There is 
armour and weaponry to be found 
in the house (though only obtain- 
able after cracking a couple oi eas- 
ily solved puzzles), but much of 
the time you will be tempted to 
use magik in combat, iF you can. 

This question of independent 
characters leads me to the second 
criticism of POM, the role of the 
'characters', Characters have been 
absent from Level 9 games until 
now because the Austins did not 
believe (hat they should be intro- 
duced umil either disc-based prog- 
rams were the norm (therefore 
giving more space) or until their 
programming had reached such a 
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elbourne House 
seem to have a 
thing about new 
adventure for- 
mats. Not con- 
tent with having 
led the field with 
the Hobbit, they 
then dabbled 
with such obscurities as Mugsy 
(more of a strategy game) and Zim 
$ala Bim. The latter, you may 
recall, was an attempt to take the 
idea of the graphic adventure to 
the absolute extreme by having 
fully animated graphics plus text 
entry — a sort of interactive 
movie. 

Unfortunately, Zim Sala Bim t 
though a brave attempt, was really 
pretty dull fare for most adventur- 
ers, The parser was rather limited 
and the vocabulary wasn't exactly 
enormous. Now Melbourne have 
once again attempted to break 
new ground with a program that 
claims to bean 'original comic strip 



state-of-the-art that the characters 
realty seemed to come alive. 

It has <o be said that the charac- 
ter actions in POM are quite varied 
and yer average werewolf indulges 
in a good deal of grunting, sway- 
ing, standing on hind-legs, arid 
even attempting to speak, bur 
there is a slight feeling of deja-vu, 
since other games have been 
including similar features For a 
couple of years now. True, f think, 
that they haven’t been 
implemented quite so well, but 
Level V, by entering this field so 
late, have given themselves an ini- 
tial disadvantage in that their 
achievement comes across as 
being slightly lacking in original- 
ity, 

This game is going to keep you 
very busy for a long time. Unlike 
previous Level 9 games, you will 
find yourself spending quite a bit 
of time attempting either to 
interact or avoid interacting with 
the characters in the game. You 
will also find that most objects arc 
easily found (perhaps too easily) 
and their mystery lies in their use 
and not in their location. Some 
Level 9 fans may find these differ- 
ences irksome, but the Wiz 
believes that POM is an important 
step for the Austins. The new 
adventure system is quite simply 
excellent, the vocabulary is 
enormous, the features (such as 
OOPS) comprehensive, ami the 
program as a whole a firm base on 
Which to build future, more startl- 
ingly original, character-based 
games. 


Atmosphere 78% 

Interaction 88% 

Lastability 88% 

Value For Money 85% 
Overall 85 % 


adventure'. 

Well, it's certainly different. 
There are three picture windows 
at the top of the screen, across 
which comic strip style graphics 
flash From right to left. A new 
development is pictured in the 
right hand frame, and then when 
something else happens the pic- 
ture shunts a long one Frame to the 
left and a new picture lakes Us 
place. 

What actually happens 
depends, of course, on you, You 
enter your commands at ihe bot- 
tom of the screen and if they're 
acceptable the hero carries out 
your instructions. The plot is 
pretty standard comic -strip fare. 
Kevin (alias Red hawk) awakes in 
hospital to lind that by saying the 
word "KWAHf he can instantly 
change into his superhero alter- 
ego, and then fly about the place 
apprehending baddies, 

There Is a slight strategy clement 
to the program in that Kevin must 
maintain his popularity rating by 
doing good deeds, otherwise use- 
ful people (like the police) won't 
coupe rale with him. You also have 
to keep up your money supply and 
your energy rating. The latter 
diminishes rapidly while you are I 




Shout "KWAH" and become REDHAWK, superhero extraordinaire m this 
original graphic comic strip, 

Use all your superhuman skills to battle against the arch-villains. Keep a 
careful check on your popularity rating, your energy level and your wallet. 
Remember - je ne say KWAH! 

Available forC64 t Spectrum and Amstrad at £3.95, 
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in super-hero mode, otherwise 
things would really be too easy. 

Redhawk is a belter gas tie on the 
Commodore than on most ol the 
other micros I've seen ii on. The 
pictures draw quite quickly and 
the colour selections are quite 
attractive. However, the appear- 
ance of the game doesn't really 
compensate for the program's 
main weaknesses. There are a 
limited number of thingslo do {de- 
spite an apparently sophisticated 
parser), a limited vocabulary, and 
a limited number of locations. 

The ga me is played i n ' rea l-iim e ' 
with a clock on-screen, and the 
main objective is to stop an arch- 
baddy from blowing up the city, 
H o wp ver , despite the at tractions of 
your super-hero opponents and 
the occasional thrill of arresting a 
mugger in the park, the Wiz, 
couldn't get worked up about the 
game. The fact, of the matter is that 
comics are popular because they 
have excellent pictures and a good 
script — Rafhawk has only 
mediocre helpings of both. 


Atmosphere 50% 

Interaction 60% 

Instability 68% 

Value For Money 59% 
Overall 5S% 
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Adams 
games, and the 
third in the 
Questprobe 

featuring 
Marvel 
heroes. Number 
three introduces the Thing and the 
Human Torch r ei ther of whom you 
can 'become' during the game. 
The While Wizard has had occa- 


sion to be rather less than com- 
plimentary about certain aspects 
of Scott Adams' games in the past. 
In this particular instance he 
ended up feeling positively 
bloody- minded since US Gold 
didn't supply him with a hint 
sheet. This is a favourite pastime 
with adventure software houses, 
who arrogantly assume that 
you're prepared to spend days on 
end reviewing their games and 
cracking their frequently illogical 
puzzles in return for a reviewer's 
pittance, I certainly don't rely on 
him sheets to review games, but 
sometimes {and especially with 
Scott Adams titles) they're essen- 
tial to gel far enough into a game 
to really get the feel of it in the 
time available. 

Scott Adams has a habit of put- 
ting you in at the deep-end in his 
games. They aren't really 'explora- 
tion' games at all, which is just as 


well because most of them don't 
have that many locations. Instead, 
they're what the Wiz thinks of as 


'puzzle' games — in other words, 
their chief attraction is the number 
of particularly tricky problems that 
you have id solve, sometimes by 
inspired lateral thinking and 
sometimes, it must be said, by 
sheer luck. 

The Wiz received the disc ver- 
sion of Qutstprobe III which offers 
some excellent graphics and a voc- 
abulary slightly larger than previ- 
ous Quest probe titles, However, 
[hat is where the love affair ends. 
The game is in fact grossly dated by 


today's adventure standards and 
doesn't rise much higher than a 
Quill release in terms of program - 
ming. 

Rrst, the speed of ibe thing. If 
OU select the graphics option you 
a ve to wa it for the di sc to d um p a 
new picture on the screen every 
time you change location. This 
takes a long time. Even if you don't 
select graphics you find that the 
program takes an absurd amount 
of time to process your inputs. 

And it's nor as if it does much 



72 ZZAP! 64 July 1986 



with them either. Examining 
items that aren't present results in 
the message 'You see nothing spe- 
cial', which gives rise to confusion 
where you're not sure what an 
object depicted on screen Is. For 
example, there's a chimney stack 
that looks promising, but the prog- 
ram apparently doesn't under- 
stand 'chimney' — however, it 
does understand 'shaft'. Entering 
"Examine shaft' gets you the 
aforementioned response, and 
simply leads one to wonder 
whether one has actually 
examined something or not. 

There is no RAM SAVE or 
RESTORE option, so savings game 
involves the usual absurd palaver 
of swapping discs, formatting spe- 
cial SAVE discs, and so on. This is 
particularly annoying in 
Qutstprobe III since there's a puz- 
zle at the beginning of the game 
that results in your rapid death 
unless you solve it ASAP, That 
means frequent RESTORTmg 
each time you die until you get Lt 
right — all very time consuming. 

Thc whole user interface on the 
program is also pretty below aver- 
age. Text is entered at the bottom 
of the screen in a small window- 
Once you've pressed RETURN, the 
screen Hashes white and your 
input disappears. There's then a 
pause while the program processes 
your Input, followed by a 
response. There's then another 
pause, and the window flashes 
yellow, AT that point you can hit 
RETURN again and the window 
clears to white and awaits another 
input. If you can think of a more 
time-consuming and absurd sy s- 
tem then lei me know — I can't. 

As with all Scon's games, the 
location descriptions are 
extremely brief, though in this 
case the graphics are of such a high 
quality that the atmosphere of the 
game isn't seriously affected by 
this. Nevertheless this Is definitely 
not a game for text -only fanatics. 

Nor is it a game for those who 
like lots of places to explore with- 
out having to crack endless, tricky 
puzzles, or for those who like a 
game that can move along at a 
cracking pace, or for those who 
want a game with a helpful parser. 
J leave you, members of the Magic 
Circte, to draw your own conclu- 
sions. 


Atmosphere 

75% 

Interaction 

59% 

La stability 

75% 

Value For Money 

58% 

Overall 

62% 1 
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have already 
jdipped their feel 
H into the budget 
adventure map 
kel with 

a pleasant Little 
| : Quilled ditty that 
represented very 
good value at 
£1.99. Now they've come up with 
a sequel, Seabase Delta, at ihe same 
pocket-money price, 

Well, you don't expect much for 
£|.9? r so the Wiz is pleased to 
report that he was quite taken with 
this package. The game has some 
above average graphics and the 
scenario, though not startlingly 
original, contains some novel puz- 
zles and is generally consistent and 
logical in its construction. 

Your mission is to penetrate an 
underwater enemy base, find out 
what’s going on, and then escape. 
The game drops you in at (he deep- 
end, having you standing over a 
dead body in hostile territory, but 
in fact things are made pretty easy 
for you since a quick examination 
of items dose by will tdl you 
almost all you need to know about 



chronically overpriced. 

Having said that, though, there 
is just one point the Wiz would like 
to make about budget adventure 
software. The fact is that once 
you've cracked a game there is 
very little enjoyment left in it, 
unlike an arcade-based game 
where you can continue to try and 
Improve your performance, if 



your objective. 

The base is constructed around 
a series of subways, through which 
you travel on a small, card-oper- 
ated transit vehicle. Given that the 
game was Quilled, the whole pro- 
cess has been quite well- program- 
med, though moving from one 
subway station to another is a 
rather repetitive process involving 
much fastening and unfastening of 
seal-bells which irritated me 
slightly. 

The graphics are really excellent 
for a game in this price range, the 
puzzles arc many, and for the most 
part very logical. If you enjoyed 
Sufonnk then 1 think you'll agree 
with me that Seabase Delia is even 
belter. When I think of companies 
like Sth Day Software who have 
entered Lhe budget market in (he 
last year or two, all l can say is that 
at £1,99 Seabase Delia makes most 
of the budget competition look 


budget in price means budget in 
size (and I suppose it doesn't have 
to) then I'm not sure just how 
worthwhile budget adventures 
are. Personally I would prefer to 
save up my pennies and get some- 
thing that was going to keep me 
occupied lor longer. However, if 
you can accept the idea ol a simpler 
game that won't take you months 
to solve, then this particular exani- 

f >le definitely belongs in your col- 
ection it's neatly presented, 
neatly programmed, and, 
although it doesn't oiler a massive 
number of locations, it's lots of 
fun. 


Atmosphere 72% 

Interaction 68% 

Lastability 65% 

Value For Money 95% 
Overall 85% 


Mwrt) ilrtDE 


Melbourne House arc poised for a 
huge Hobbit relaunch* with a 
cheaper version coming into the 
shops at £9.95. The company claim 
that the package represents tre- 
mendous value', but then go on to 
point out that it wilt no longer 
include the book. Hmmm . . , Isn't 
this game getting just a bit Long in 
the tooth lor that sort of market- 
ing? 

At the same time as Melbourne 
relaunch the Hobbit, CRL are set to 
release The Boggit. Grandalf and 
Bimbo go oil together on a camp- 
ing holiday, the secrets of which 
will be yours for £7.95, With over 
100 locations to explore. The Wiz 
can't help feeling that this repre- 
sents better value than its more 
serious predecessor — look out for 
a review in the near future, 

Lnfogrames, a French company 
renowned for their excellent 
graphics and original games, are 
here. Their firsl product, Mandra- 
gore, offers 64 owners 260 K of 
program, J a graphic adventure ol 
colossal proportions’, plus a ten 
chapter booklet. 

The game can be played by up to 
four players, each playing a single 
role within the game (rather like 
in Lord of the Rings)* Flayers must 
unravel the secrets of ten mysteri- 
ous chateaux before defeating the 
evil Yarod-Nur. The company are 
offering the chance of a visit to 
France to selected players, though 
the method of selection has not yet 
been determined. Full review next 
month. 

part’s jRailbag 

Chris Gunning kindly sent me a 
short review of Kuefcartw Banzai 
from Scott Adams. This game isn t 
available over here yet, but Chris 
rated it 82% overall, saying: ‘I&b, 
Buckaroo, haw discovered wtrii the 
a id of you rjet ca r, a race of aliens called 
the Lectroids who are out to destroy the 
world. Just as you think you have dis- 
posed of them , yew discover that they 
have planted a nuclear bomb in the 
heart of a mountain ready to explode. 
Jt is your job to set out and save 
Arizona. ' Sounds promising, 
though apparently well have to 
wait lor the film upon which the 
game is based to be released over 
here before we can play the adven- 
ture. 


News of a new adventure dub has 
reached me. Adventurers 
Anonymous, run by Richard 
Gibson and Gavin Day. The 
membership fee is £5,00, and 
further details can tie found in the 
Club section. 


Alan Muckier writes in to ask for 
more reviews of Infocom games 
and more maps. OK. Alan. I'll con- 
sider it — maps take up rather a lot 
of space in the column (and also 
take time to prepare) but I'll be 


delighted to print any 1 receive, 
space permitting. How about it, 
mappers? 

Alan also writes: J Please get on to 
Roger (Kean) and get the old skinflint 
(only joking Roger) to organise an 
interview or feature ort Infocom'. 
Shame cm you, Alan! Roger a skin- 
flint?! Haven't you read the last 
two issue!? 

Seriously, though, Infocom got 
themselves into a bit of a jam this 
year, after spending ages working 
on an 'intelligent business prog- 
ram that would accept English 
inputs. Unfortunately this excel- 
lent idea for a spin-off from their 
adventure games succeeded in 
sinking the company, since others 
had already had the same idea and 
done a better job. Fortunately, 
they are now in the capable hands 
of Activision, who will shortly be 
releasing two new Infocom adven- 
tures — Trinity (for the C 128 only) 
and leather Goddesses ofPhobos (lor 
the 64) — along with all of their 
older titles. More details next 
month. 


Finally, Zeon the Wiz has applied 
for the honorary position of demi- 
wiz by announcing that he runs a 
Closed User Group on Compunct 
called Mudders Anonymous. Full 
details from the magician himself 
at 48 Thames Close, West find, 
Southampton* Hants* SO 3 4LE* 

ISSijati) ©pS 

Let's face it* if you want to live 
long enough to get a beard as long 
as you -know -who, you'll need a 
bit of help . . , Especially if a large 
o^re is heading straight for you 
with murder in his eye and a 
Ha I mg straining at the leash. 
Should that be your problem, I 
suggest you sw itch off the 
computer or, if it's already off, stop 
taking the pills. In the meantime, 
you might try some of the 
Whizzard Remedies printed below 


THE VERY BIG CAVE ADVEN- 
TURE 

More trouble with the bull — he's 
an abomination. 

LORD OF THE RINGS 

Go for a swim at the beach, 
lb pass a skeleton, throw a gem. 

SEABASE DELTA 

Wear flippers to examine table. 

Get ink from octopus. 

Forget the torch, 

THE PILGRIM 

Eat fungus when sick. 

Wear mask and turn valve to get 
past yellow fog. 

PLANETFALL 

Floyd will get shiny fromhz. 

Note colour on panel next denun- 
ciator then press appropriate but- 
ton in machine shop. 


TRACER SANCTION 

Go mining cm Jubilex and sell pro- 
ceeds on Solex. 

Switch ace on Metropolis to get 
1875 sols, 


► 
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CLEVER 

CONTACTS 


This is it! The meeting place for 
Whizzards, Warlocks, and 
Weirdoes From around the world I 
Timely he Ip to distressed 
adventurers. clubs for the curious 
and the sociable, contacts for all . , . 
Tn fad, why isn't YOUR name 
here? If you've finished a game (or 
games) and want to see your name 
m print and your mail-box packed 
full of epistles from fellow 
adventurers, then write to The 
White Wizard's Dungeon, PO 
Box 10, Ludlow, Shropshire, 
SY8 1DB All details on a postcard 
wherever possible, please. 

If you're writing requesting help, 
then please he aware that l may 
not always be able to find room for 

J ^our request on these pages. By 
ar the best course of action is to 
gel in touch with one of the 
adventurers listed below. The 
While Wizard may be in the 
running for the Presidency of the 
Enchanter's Guild, but he's only 
human and can't answer every 
letter he receives, 

Club Help Offered 

The Questline Adventure Club 

now boasts over a thousand 
members under the guidance of 
Tony Treadwell in Oxford. 
Quesltme also appears on 
Compunet and Mieronec 
thotign the Wiz Isn’t sure of the 
MBX numbers — check with Tony 
at the address below if you're 
curious. For free membership plus 
a newsletter (5Qp per issue, I 
believe — even poor Tuny has to 
eat, you know), send an SAE to 
Questline, 17 Headley Way, 
Headington, Oxford. Tel: 
(0S65) 69637 

Adventureline, run by Roger 
Garrett of Chelmsford, is a rather 
more disciplined affair, and Roger 
got hold of me on Presfel the other 
day with the following message: 
'Ad ventureline is now strictly a 
members only club. Membership 
is £ 1 2 a year, and members receive 
a free monthly magazine. The 
Guiding Light, in which we run 
competitions, reviews, hints etc. 
There are 8 helplines manned by 
master adventurers and {men 1 6 
hours a day, 7 days a week.' 

Sounds like quite an 
undertaking, Roger and [ wish you 
well. Readers who are on-line can 
contact Roger on Prestel 
919999507 

If there are any other clubs nut 
there in the big, bad world who 
would Like to use this spot to 
publicize their activities, then 
please send full details to the Wiz, r 
should warn you, however, that 1 
will not include details of any 
orgarti sai jon that does not succeed 
in convincing me of their 
reliability. I nave my readers' 
interests at heart, and like Greek 
food, crates of wine, and silk shirts 
— all of which should be sent in 
me do the Zzap! office. 


Help Offered 

Heroes of Kara, Empire of Karei, 
Catacombs, Eureka, Hulk, 
Spidcrman, Monroe Manor, 
Hobbit, Forest of Doom, Pyramid 
of l>oom. Quest for Merravid. 

Holy Grail. Twin Kingdom Valley, 
Dungeon Adventure, Castle of 
Terror, Golden Baton, Perseus and 
Andromeda, Witches Can Id mn. 
Classic Adventure, Arrow of 
Death Part I, Pirate Adventure, 
Ten Little Indians, Ring of Power, 
Aztec Tomb Part I, Gremlins, 
Jewels of Babylon 
Simon Gaunt, Tel. 0302 726917 
between 5pm and 9.30pm 
only. 

Valhalla, Waxworks, Gulden 
Baton, Hulk, Spiderman, 
Snowball, Arrow of Death Parts I 
and 2, Hobbit, Hitch-hikers Guide 
to the Galaxy, Terrormolinns. 
Hampstead, Eureka 
Nick Wright, 1 Eastleigh Drive, 
Mit kleover, Derby, DE3 5HZ. 

Zork 1,2,3, Enchanter, Sorcerer, 
Starcross, Suspended, Plane [fall, 
Hitch-hikers Guide to the Galaxy 

Nigel Morse, U Green Leafe 
Avenue, Wheatley Hills, 
Doncaster, DN2 SRGTeL. 
Doncaster 61672 between 6pm 
and 8pm, weekdays only. 

Urban Upstart, The Helm, 
Subsunk, Circus, Ten Little 
Indians, Perseus and Andromeda, 
Arrow of Death Part 1, Hulk, 
Spidennan, Ad ventu reland. 

Secret Mission, Sorcerer of 
Clay morgue Castle, Gremlins, 

Li ird s i >f Time, O i It is sal Ad ve nlure 
Gavin Berry, 25 Beau vale 
Road, Hue k nail, Nottingham, 
NG15 6PF Tel (0602)635117 
between 2pm and 5pm only. 

Hacker, Dragousworld, 
Hampstead, Empire of Karn, 
Heroes of Karn 

Lynn Leech, Tel 0942 606900 
after 6pm and Sundays. 

Heroes of Karn, Voodoo Castle, 
Ten Little Indians, The Lost City, 
Wizard of Akyrz, Quest for the 
Holy Grail. The Hobbit 

Paul Flanagan, 6 Corry, 

Bel leek. County Fermanagh, N 
Ireland. 

Quest for the Holy Grail, Hobbit, 
Grand Larceny, Castle of U-rrur 
Terrumiolinos, Ring of Power, 
Gremlins, Danger Mouse in the 
Black Forest Chateau, Advent ure- 
land, Hulk, Red Moon, Ten Little 
Indians, Heroes of Karn, Spider- 
man, Mindshadow, Arrow of 
Death Part 1, Mordons Quest, 
Crystals of Cams, Never Ending 
Story. Return to Eden, Emerald 
Isle, Wizard of Akyrz, Circus, 
Escape from Pulsar 7 
Graham Robson. 169 Buddie 
Road, Benwell, Newcastle 
upon Tyne, NE4 8JW 

Hobbit, TVvjn Kingdom Valley, 
Hulk, Gremlins, Eureka (Prehis- 
toric), Sherlock. Valkyrie 17. Mac- 
beth 2, Valhalla 
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Kevin Eason, 24 Bulwer Road, 
Kirk by in Ash field, Nottin- 
gham, NG17 &DR, Tel: (0623) 
75J725 after 4:30pm weekdays 
or after 2pm weekends. 

Gremlins, Fourth Protocol, 

Hobb U , Em pire t if Ka r n. S i 1 n wha 1 1, 
Lords of Time, Red JVUHm, Twin 
Kingdom Valley. Tower of 
Despair, Mindshadow, Tracer 
Sanction, Spiderman, Adventure 
Quest, Lords of Midnight 
San jay Keswanf 76 Gird wood 
Road, London, SW 18 SQT. Tel: 
01 788 75 1 1 before m.QOpm, 

The Hobbit, The Hulk, Spiderman, 
The Time Machine, Return to 
Eden 

Clyde Meli, Villa Yvonne, 36 
Ta'xbiex Terrace, Ta'Xbrex 
Malta 

The Hobbit, Tower of Despair. 
Eureka, Perseus and Andromeda, 
Colossal Cave, Wizard of Akyrz, 
Munroe Manor, Fourth Protocol 
Pari I 

Geoff Wing, 171 Beadlemcad, 
Netherfield, Milton Keynes, 
MK6 4H V Tel: 0908 66 1287 

Ultima 111, Zork 1, Fahrenheit 45 1, 
Hobbit, Twin Kingdom Valley, 
Urban Upstart 

John Macvie, 22 Loan head 
Street, Kilmarnock, Ayrshire, 
KA1 3AU*Tel: 0563 42816 
between 6pm and 9pm only, 

Hampstead, Snowball, 
Terrormolinos, Gremlins, Never 
Ending Story, Hemes of Kam 

David, 179 Gilbert Road, 
Smethwick, Warley, West 
Midlands, B66 4FT Tel: 02 1 565 
2492 

Hobbit, Erik the Viking. Fourth 
Protocol 1 fr IT, Hacker, Castle of 
Terror, Zork m, Ring of Power 


Steven Kelly, 4 South View, 
Whins Lane, Simons l one, 
Burnley, Lancs, BB12 7QU 

Eureka 

Andrew Froggatt, 195 White 
Swan Road, Ml Ruskilf 
Auckland 4, New Zealand. 

Heroes of Karn, Empire of Karn, 
Hobbit. Gremlins, Terrornnolinos, 
Never Ending Story , 
Mindshadow, Lord of the Rings 

Kevin M u r ph y, 1 3 Munro 
Street, Kirkcaldy, Fife, KV1 
IPX Tel: (0592) 201384 after 
4pm Mon to Fri; all day 
Saturday, but not Sunday. 

Zork 1,11,111. Planet fall. Witness, 
Deadline, Suspect, Enchanter, 
Sorcerer, Infidel, Suspended, 
Slarcross, Seastalker, Cutthroats, 
Hitc hhikers, Spiderman. the Hulk, 
Voodoo Castle, Mission 
Impossible, Pirate Adventure, 
Pyramid of Doom, the Count, 
Advert tu reland, Strange 
Odysseys, Golden Voyage, 
Mystery Funhouse, Ghost Town, 
Robin of Sherwood, Gremlins, 
The Time Machine, Escape from 
Pulsar?, Arrow of Death I &TI, 
Golden Baton, Perseus and 
Andromeda. Hobbit, Hampstead, 
Terrormolinos, Amazon, 

Dragon world, Perry Mason 
Mandarin Murder, Erik the 
viking, Mindshadow, Tracer 
Sanction, Dallas Quest, Aztec 
Tomb Adventure I 
Christian Martensen, St 
Kongensgade 72, 1264 
KOHI NH A V!N K, Denmark 

PLEASE NOTE; Respect your 
fellow adventurers. Never phone 
after tO.OQpm (earlier if 
specifically mentioned above) and 
ALWAYS enclose a stamped 
addressed envelope if you want a 
reply by post. 


Contacting the Wh ite Wizard 


You can contact the White Wizard 
by writing to hint do ZZAPE 64. 1 
love get t i ng let ters a nd will al wa y s 
publish them on these pages if I've 
got ihc spare. Remember that 
there may be some delay between 
your sending the Seller and seeing 
tt in print — we work to very odd 
schedules in the publishing 
Industry. 

If you have one of these new 
fangled modem things, you can 
get me on Pres tel 9 19994854 or 
BT Gold on S3: JNL251 People 
who contact me on electronic mail 
have a belter chance of getting a 
direct reply, but please remember 
that I am NOT a help tine service! 
That's what the Clever Contacts 
are there for, and they're very 
good at their job. 

ON-LINE WIZARDS 

Brief jottings from the world ofthe 
Mod em -Owning Magicians , . . 

Chris Gunning (232618977) has 

been much on the wires recently. 


Like many Others he seems to be 
stumped in Bomrwed Time, T can 
get past the bit where we have got 
the suitcase, but have tried 
everything to elude the robbers. 
Can anyone help?' he cries. 

John MLacvLe now believes that 
I'm the White Wizard, but he 
wants to keep quiet about his 
MRX because he doesn't always 
have access to it , 'Tis the reward of 
disbelief John — the curse ofthe 
Bearded One! 

Tam Carson (07:TQC00I) sent 
in a remote mail from Aussieland 
with a big hello to all who cavort 
on these pages. Ah! The bliss of RT 
Gold long-distance comms! 
Anyone else out there on a 
Digicom network? 
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AN EDITOR, ASSEMBLER, MONITOR AND 
ANALYSER THAT REPRESENTS A NEW APPROACH 
TO MACHINE CODE DEVELOPMENT. 


THE ANALYSER 

A completely new concept m 
program debugging TP is unique 
utility allow* you to execute up to 
ten analyser proper ns that 
sernbuise your machine code 
program while ft rs running When 
o particular condi tion Is found (hr 
program will break with <jn option 
to trace the path token 
For example, if a program crashes, 
writmg extraneous data to the 
screen, the analyser con he set to 
run the program up to the point 
that a ‘write is' made to a 
par If color area ofjhe screen The 
path can then he listed to find 
where the error promoted 


THE MONITOR 

has all the usual features of 
a relocatable front-panel 
debugger plus ; 

Disassembly to screen, printer, 
tope or drsc with CALL and JUMP 
labels c'JiJtomotrcohy generated 
Disassembled fifes con he loaded 
into the as serif pier, edited ond 
re-assembled 

A slow rdnmng modes with a 
tract 3 facility that allows the path 
of a program to he stored so that 
b ugs can he traced hack to then 
source. 

17 types of breakpoints are 
available up to S' can be set at 
any one trine. Options include 
“down-count 1 ' and control of slow 
run modes 


THE ASSEMBLER 

A full two-pass macro 
assembler (co-resident with 
tf)p editor) which supports 
input output from tape and 
disc , conditional assembly , 
in tellige n t a ssembly of 
subroutine libraries and 
inclusion of named files 
from tape or disc , 

Emit fn calculator with access to 
symbol table after assembly 

Symbol table may he saved and 
loaded for cross reference and 
selective assembly of suhroulim' 
libraries 

Z8Q mnemonics can. be freely 
mwed with Phoenix, a high level 
compjlrng language 


THE EDITOR 

Produces tokenised source 
files which occupy about 
half the normal space and 
accelerate assembly to 
three times the normal 
speed. 

Source fifes can be loaded saved 
to ond from tape and disc from 
withrrr the editor Source files from 
nth e r p n p 1 1 J r t r a s s cm b I e t s am 1 *■ 
loaded and tokentsed 

A full screen editor winch 
replaces convent! anal text 
handling with a block paragraph ■ 
numbering scheme 


USER GENIUS, (hr defmJtive system 
fir nracW.- code programming, is 
1 * of ill** OCEAN' "rnnovatiofi arid 
Quuui/ range, brought to you wrlJi 
[i r copr'j,biii?£f sk ills and re sources of 
OC EAN and OASIS fprnduecr of 
.7,h Lightning 'h 0(1 irr easy to use 

product* i ft thrs range writ include 
Mierrded BASfCs, Compilers, screen 
designers, music composers arid word 
t'rnressurs to make your programming 
n : ore rewarding and exerting jjj 
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THE GENIUS OF 
AMPLIFIED LIGHT 


Launches of new games by software booses abound, a week doesn’t go 
by without yet another 'mega ' game being thrust in front of the press 
herd This sort of thing is great fun since the software house launch ing the 
product usually decides the line best taken is to force as much drink as 
possible down the attending journalistic throats, In the utility software 
world, however, such things ana very rare and when Ocean decided to 
launch their new Laser Genius at a plush hotel in downtown 
Knightstoridge 1 was more than surpri sed, And a very nice time I had there 
too as did, I suspect, the representatives of other magazines. Many a 
hack journalist was to be seen to be staggering from Basil House Hotel 
towards Knightsbridge Tube station clutching their review copies of 
Laser Genius , And what of the product? Well I'll describe it now: 


First a bit of history, a long time 
ago a there was a company called 
Oasis Software who were 
responsible for White Lightning, a 
games design package Tor the 
Spectrum. It was quite successful 
so they decided to widen thei r 
horizons to the 64 field and 
released Machine Ughtning r For 
forty quid Oasis supplied punters 
with an assembler plus e host of 
graphics subroutines. The 
response, needless to say, was 
rather low. Even though the 
assembler itself was excellent, the 
price tag on the disk version was 
more than enough to scare off 
many end users. Nonetheless, 
Machine Lighting managed to 
dock up quite a respectable repu- 
tation with many 6*4 proggers. 

The next phase of the story was 
for Oasis to sign a sales and dis- 
tribution deal with Ocean. Under 
Ocean's wing. Oasis decided to 
rethink and improve some of their 
earlier stuff and one that came 
under scrutiny was Machine Light- 
ning. Newly renamed Laser 
Genius the package contains the 
old Machine Lightning assembler 
plus an interesting new goody 
name of 6502 


You may think that having pretty 
looking source code is a finicky 
detail, but to me it’s very important 
Indeed, I find that with a fairly sen- 
sibly laid out listing the debugging 
process Is far easier since mis- 
takes tend to stand out promi- 
nently. As you enter your text the 
ed iter scans each line for any obvi- 
ous mistakes and points them out. 
To make inputting text all the 
easier there are AUTO and 
RENU M BER com mands to shuffle 
your line numbers about along 
with DELETE for wanging out 
chunks of text. 

Other handy features built into 
the editor include block move and 
block copy commands plus some 
handy extensions on the list com- 
mand- Using using an exclamation 
mark before a label with the list 
command allows tbe rapid finding 
of a particular section of text, LIST 
\ldqp will m the line where label 
LOOP occurs. LIST ILOOP, Will 
list from LOOP onwards and LIST 
! LOG P, ! LOOPS will dump to 
screen all the text between LOOP 
and LOOPS. 

The assembler itself is replete 
with all the functions you would 
expect to find in any good assem- 


bier. Data for operands can be 
bunged irt as expressions in either 
hex, ascii, binary or octal and sim- 
ple operations such as addition, 
subtraction, multiplication, divi- 
sion. modulus. EXCLUSIVE OR, 
OR or AND can performed on the 
data, A line stating: 


itself does a dry run and will not 
actually generate any object code, 
This option is not completely use- 
less though as ft reports any errors 
that may crop up in your virgin list- 
ing. To commit your work to mem- 
ory ASM,M (ASseMb le .Memory 
— it’s all very logical you see) is 
needed. Another suffix is L, with 
this tagged on the end of ASM a 
full listing of the code is produced 
after the assembly. 

C produces a concordance 
table (wot dat?) after assembly, a 
concordance taWe being a full list 
of ail the l abels used within the 
prog. Two tables are produced: 
one in alphabetical order and the 
other in numericaL 

O assembles onto disk or tape. 
The nice th ing about the ASM 
command is that all its suffixes can 
be strung together — so 
ASM, mXiC wilt assemble Into 
memory and produce both a con- 
cordance table plus a listing, 
Phew! 

To test out your newly assem- 
bled routine use the SYS com- 
mand to get things going. The 
most sensible course of action is 
to defi ne a label at the start of your 
prog, for example one called 
START Instead of having to 
remember mucky start addresses 
it's possible just to type in SYS 
START. All the operations In Laser 
Genius label can be freely used as 
expressions which is really very 
useful. If you need to save out 
freshly assembled code you use 
the MSAVE command for which 
you need to specify the Start and 
end addresses of the memory to 
be saved . With a label defined as 
START and another at the end of 
text as FIN then 

MSAVE' J obj ” ,ST ART f FIN will do 

the job for you. Much neater than 
having to poke locations 43,44,45 
and 46 with the start and end 
addresses as BASiC demands. 

For those of you out there with 
printers Laser Genius caters more 
than adequately, proceeding any 
of Laser Genius' commands with 
an asterisk causes the results to be 
sent to the printer. There are also a 
large amount formatting com- 
mands available that allow listings 
to be paginated with both 'header 1 
and 'footer' (top and base) titles. 
How handy. 


is quite valid because while 
assembling Laser Genius figures 
out what CSET is and 
places that value into the object 
code. AN very clever indeed. 

To test the value of an expres- 
sion beforehand just input EVAL 
then expression. EVAL can be 
shortened to its abbreviated ques- 
tion mark form, a handy addition all 
in all since it saves awkward fiddly 
messing around with calculators. 

So now you've got your text into 
the machine and you went to 
assemble it. Logically enough the 
ASM command is the one to use 
and it comes with a whole host of 
possible suffixes. Using ASM by 


going by the 

Analyser. 

First the assembler 


The range of assemblers to be 
found for the 64 is not exactly huge 
and in most cases the quality of the 
product is really rather poor, Most 
are modifications of the normal 
Commodore BASIC environment 
and as such are a bit of a pain to 
use. It you're writing an assembler 
this approach makes sense since 
you don’t have to be bothered! by 
writing a fully fledged editor as 
well , The Laser Gsn/us assembler, 
however, takes a totally different 
approach and includes an 
extremely nice editor through 
which to input your source code. 
You type in mnemonics in the fairly 
standard label, mnemonic, com- 
ment format and alt hough you may 
type them in a slovenly manner, 
when listed the text is shown for- 
matted For example typing: 

100LGOP LDX TIME 


would list as 


100 LOOP 
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TECH 


FINAL POWER 

After reviewing Evesham's Cartruidal offerings last month I've been Inun- 
dated by a whole host of other such products for evaluation, T wo equally 
Impressive looking ones both purporting to perform near identical tasks 
are the Final Cartridge and: The Power Cartridge The Final Cartridge 
has been around for qu ite a wh lie but as it's being constantly updated the 
version we were given ( version 7) bears little resemblance to it&flrgt Incar- 
nation. Power Cartridge is a new thing packaged in a very natty as— 
never— seen — before red bo* let (It matches my briefcase). For some 
extremely strange reason both oftheplug-ons were originated in Holland,, 
maybe the dullness of the Netherlands software market pushes the little 
clog wearers into designing new hardware for their 64s, Well it beats 
stuffing yourself with Edam. 

Both cartridges provide an alternative operating system for the 64 and 
add many much needed facilities that should really and truly have been 
included in theflrst place. Still what does a porky review person do when 
told that a cartridge Is a 1 6K operating system? He totally disbelieves them 
that's what hedoes With serewdri ver in hand l managed to prise the tops 
off both cartridges and found that what the literature said wastrue. Both 
boxes hold sixteen K eproms and a whole bunch of switching circuitry 
(TTL's and such like) for chugging out the old operati ng system and elec - 
tronically pluggi ng in the new 

The main features provided by both carts are very similar. First, for the 
ardentf ans of BASIC, there’s thetoolkit giving access to a large number 
of extra editing commands plus the ability to handle Hex, a task notori- 
ously nasty in BASIC. Of thetwo The Power Cartridge just wins out as all 
the extensions provided by FC are provided plus a few other equally useful 
functions Including the very handy DOKE (a £ byte poke). 

Next in the line of handy add -ons added on are the various turbo tools. 
For the tape user both extensions provide very easily used tape turbos 
that trot the data in and out of the cassette port at about ten times the 
speed of the normal CBM silly blue screen loader. Both functioned per- 
fectly reasonably and are quite an obvious boon to any cassette bound 
person. 

The disk turbos are also handy since, as any 1 54 1 owner will now know , 
Commodore's disk drive is pathetically slow, With either of these handy 
hunks of plastic installed certain disk operations are speeded up by five 
times. The Final Cartridge turbos both loading and saving while Power 
Cartridge only gives the loading process a helping hand. 

The first Gary Uddon test of any disk turbo isto see if it works with my 
assembler, Machine Lighting, it's more an exercise I nhopethan a true test 
of the turbo since It would be so nice to have a disk tuibo when heavily 
accessing the disk as is often the case when I’ve got the assembler out. 
To date allturbo cartridges have managed to corrupt some obscure zero 
page location that Machine Lighting just happens to use. The result is a 
cross Uddon and a thoroughly unrecoverable situation. FC did, to my 
complete and utter u nsurprrse , foul up while The Power Cartridge worked 
perfectly well cheering up the Uddon visage a great deal. Still Final Car- 
tridge works well with a majority of programs at a respectable 5 times the 
normal speed — so you really shouldn't be that put off because it won't 
work with an obscure assembler. Also, as a handy add-on, both carts 
make di sk access a dam sight easier with me add it ion of the DLOAD and 
DSAVE commands that take away all the hassle of ha vi ng to type all that 
8,1 rubbish, 

Monitors 

Included on both offerings are neat monitors that easily allow manipula- 
tion of memory throughout the 64, All the usual, and very useful, block 
move, memory edit, one line assemble and other such commands are 
included for the user' a delectation . There's not really a lot to choose bet- 
ween the two except for some rather silly reason (probably just a slip of 
memory) The Power Cartridge denies the user any ability to look under- 
neath BASIC or Kernel, The Final Cartridge, however, allows all of the 
ROMS to be turned off and you can even knock out I/O (£DQOO,EDFFF) 
and have a PEEK at what’s lurking under there. 

Printer Bits 

Well thanks to the frugalnees of ZZAP! financial director, Franco Frey, we 
don tactually have a printer for our64 and asaresult I was unabletotest 
out any of the comprehensive printer functions supplied by either car- 
tridge. Stlt l the Inlays haven't lied yet and so this is what they claim to do. 
The most notable additions are the screen dump facilities that can be 
accessed at any time, even when with a game up and running. So now 
if s possible to dump out game screens. If the screen is character based, 
however, you won 1 see the redefined characters. If It's a high res screen 
then it dumps using shades to depict the sixteen different colon rs . Power 
Cartridge supports a wider range of pri nters, so it’s more I i keiy to be useful 
than Final Cartridge. 

Freezlng 

Both boxesnave some manner of reset on the back, Hitting them takes 
you to a menu and both allow the state of the mach ineto be saved out as 




rt is. It's a very similar effect to using a freeze frame. With both add-ons, 
to limit their pirating powers, you actually have to have the cartridges in 
place when loading back what's been saved out. It's quite sensible really 
sincegames saved out shouldn't realty be loaded by anyone else except 
the o wnerof the original. From these reset men us it r s also possible to get 
into a monitor. Very handy if you know the start address of a game and 
want to bung in some pokes 


Extras 

As a pi us the Fi nal Cartridge also comes complete with a game kl Her var- 
iantthough to be honest 1 couldn 'X get it to work. An 1 extra ' also included 
on Final Cartridge is an increased flnbklness over loading tape games. 
With the FC in it was loath to load quiteafew of our tapes. Still there's an 
on/off switch at the back which should cure the problem. If you wish it’s 
also possible to quit the Po werCartridge with thefairly obvious QUIT com- 
mand, With eithercart ridge installed the function keys are reprogrammed 
to handy functions. 


Summary 

Both cartridges function fairty well though a few quirks came up with the 
Fi n al Cartridge, a nasty one was from thefreeze menu . There' s an option 
to jump to the reset menu but it didn r t work and just spilled garbled sprites 
onto the screen, A couple of times Power Cartridge refused to acknow- 
ledge key presses i n the reset menu. This only happened twice and both 
times it was possible to get out of the situation by pressing reset again. 
There's very little to choose between the two but out of them I like the 
Power Cartridge best, mainly because it's slightly easier to use than FC. 
in the documentation stakes the PC also comes out just on top as it does 
on the packaging side of things. I know it may seem a bit petty to go on 
about the packaging but after skinn ing out forty five quid (which both add- 
ons cost) it's n ice to feel you ve bought something . The PC packaging is 
very neat and professional wtil le the Final Cartridge came in a clear plastic 
bag with a computer print out instruction leaflet. 

Anyway I can recommend either of the two to any 64 user/programmer, 
especially those with diskdrives, and though thepriceisa mite steep you’ll 
find yourself wondering how you ever managed without the help they pro- 
vide. 
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note our prices and watch others follow the leader 


£ (vouch!* 


errors is usually time consuming 
and awkward. Using the 
Analyser's facilities it is possible to 
have your code interpreted in real 
time until certain conditions are 
met Telling the Analyser which 
conditions have to bo met to stop 
execution is done via a FORTH like 
language. Using this flexible sys- 
tem it’s possibly to halt execution 
when a certain memory location is 
read or written to, when any regis- 
ter is set to a certain value , even 
when any of the 6502 status regis- 
ters are set 

The disadvantage of such a flex- 
ible system Is that it does take a 
while to learn the new language, 
however the results are worthwhile 
since, once mastered. Oasis 1 6502 
Analyser becomes an Invaluable 
toot. 


not the case. What is very neat and 
innovative about the Analyser is 
that it contains a 6502 interpreter. 
Instead of running the code as a 
6502 program it f s possible to have 
the Analyser run it in a similar man- 
ner as the Basic interpreter does 
BASIC. The advantage is that with 
your program under such control 
it makes checking for errors very 
easy indeed. Understandably 
enough the oode runs at a much 
slower speed while being inter' 
preted but the depreciation is 
worthwhile for the control you now 
have over even the most unruly of 
programs, 

A usual problem with bugged 
progs is that they corrupt certain 
areas of memory they shouldn’t. 
Hunting down the misprogram- 
med object code causing such 


The reckoning 

Overall I wouldn't hesitate in 
recommending Laser Genius to 
any potential or perennial prog- 
rammers looking for a decent 
assembler Within its field Laser 
Genius is most definitely tops and 
offers excellent value for money 
when compared to its rather 
inadequate contemporaries. Ever 
if at the moment you are using 
another make of assembler and 
you're relatively happy with it, I 
should stil l take a look at Ocean's 
latest as I'm sore you'll be sur- 
prised by the amount of work it wi ll 
save you. 


for the creation of code. Even if the 
Laser Genius package only con- 
sisted of the assembler/editor it 
would still be top of my utilities list, 
but it doesn 't end there, yet before 
us lies the Analyser- 

Interpreting the code 

At its most basic and fundamental 
level the Analyser is a machine 
code monitor for aiding the falter- 
ing first few steps of a new prog- 
ram. If this is all the analyser 
offered then a truly unremarkable 
thing it would be, however this is 


(We? do not charge you for our 
fancy premises by charging 
high 'fixed' prices!) 

Reputations take time to build, 
we have been repairing ZX 01’s, 
Spectrum*. QL’s, Apples and 
BBC's professionally, for 2Vfc 
years ■ who is coming second? 

l in am U.K with Wr.ile-o Wan impairs 1 
’ with international repair service! 


FOR PflQFESStDHAL^M - '0? 31 the 
1 4, J( repair companies Sinclair User spoke 
tJW lo. MANCDMP stern fid UK MOST 
R* PROFESSIONAL when it cameto advice 
jjPi and a helpful attitude' AUG 6b 
FOfl TON F.5TY We let you walth 
k/Jk your computer being repaired u*# if 
there is nnthing wnlng With it vve Will 
I telly&j!!! 

1*i% FOP REPUTATION & HFl PFULNESS 


CTm MAN COMP ltd 

Viy (Dept Z 7 \ 

Printworks Ura.Lw«hullT*. 
MdfiChfriie' M 1 9 UP 

Phooe 06 1-224 iaes 
OR 061 Z 2 A 9 BBS 

OPEN MON ■ SAT 9am to 7pm 

EXTRA SPECIAL DISCOUNT FOP 
EDUC1N5T..H M FORCES 
CHARITIES, HOSPITALS. ETC! 

Hardware and software df*s;:jn 
proto ms? Contact US for the 
compliete service, from design 
through to manufacture. 

What we do to-day , . , 
others do tomorrow! 


■| hm con* across a firm that will be 
more than willing So advise you as to 
hpwto remedy yOur problems They 
are called MANCOMPy-.d as we-.l as 
repairing Faulty computers, are *isn 
quite willing to discuss your problems 
with you ano offer reasora&y cheap 
and more importantly CORRECT 
CURES' PftJI Rogers POPULAR 
COMPUTING WEEKLY JAN 0b 
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GONZO BOM BO 

glitching is very easy indeed since 

Well i certainty had a wee bit of a the glitch always happens at the 
chortle this month mostly due to same place; a small constant 
Aina's latest release Bombom. In pause before changing the border 
programming standards I d say colour will push the offending 
Bombo Is the machine code equh glitch outside of the border where 
valent of the human appendix: ft can't be seen, it's an old trick and 

totally useless but it can cause an a well known one that's been 
awful lot of grief. If Mr Software employed in commercial software 

Retailer had managed to get £7,95 foryears. 

out of my wallet for ft then he Thereal side splitter isthescrol- 

wouldn't have a very happy Gary ling message which happily 
Uddon on his hands. However informsthat 'If we wanted toknow 

sincethe copy we had was a gratis about how fo do raster intenjpts 

one for review It was possible to sit and at! that on the C64 then buy my 

back and have a good tong laugh book Mastering Machine Code on 
Tha first source of hilarity is the The Commodore 64\ Handy Hair 
title screen which uses raster splits Bar. Needless to say 22 API is Cur- 

to create different colour bars fnthe rerctly seeking out acopy of the said 

border- To say they glitch is a mar- publication as it should provide a 

dful understatement. To stop such good guffaw or ten , 


TIPS + plus 


LCP PROBLEM CORNER 


Make Way for Elsie Pee (MD) . . . 


It has come to my attention that there have recently been gross 
amounts of cruelty inflicted upon the Little People’ (and I'm not 
talking about Sean Masterson) who Inhabit a certain computer, 
namely the Commodore 64. 1 am horrified and disgusted to leam that 
those honoured enough to be entrusted with a Uttle Person (I shall 
refrain from using the more common term Pet Person' since I do not 
wholly believe that this is the case) have actually been trying to 
CHANGE him for another one (the mere thought makes my flesh 
crawl}. Don't you realise that a Little Parson is for iife'7 Ha lives, 
breathes, eats and uses the toilet just as you do. You can't go around 
PUKEing him just because you find him boring J! How would you feel 
is someone POKEd you in the GPU? You wouldn't like it, now would 
you? No, Precisely, 

It is therefore hardly surprising that your Little Person has now 
evacuated the premises and moved on to pastures new, leaving 
behind a hologram (I bet you didn't know about the hotographer in the 
back room”) of a 'ghost ' to tweak your conscience (Uttle People are 
rather vindictive, you see. and I can't say that l blame them, because 
I don't). 

However. I am witling to believe that you deserve a second chance, 
So, here is a listing which will tempt another Little Person to move in. 
Type it in and check it very carefully for errors. If it looks kosher 
enough, insert your house-oo a-disk, type RUN (RETURN} and f oh 
low the on-screen instructions. The rest is up to you . . . Look after 
your new found friend — I don't want to hear of any more cases of 
Little Computer Person Abuse. OK7 OK, 

You can thank my assistant, David Chiles— who I Ives and works in 
Saltbum-by-the-Sea, Cleveland — for his dedicated research and 
the helpful program. Go on . . . 'Thank you, David'. Good, Gocklbya, 


0A=RND{-T1) 

5 PRINT "SEARCHING FOR A LITTLE PERSON 
10 OPEN 15,9.1 VHO" 

20 OPEN 2S.V^" 

30 PRIWmH5,"B-P:"2;O;0 

40 RESTORE:FOR 1=0 TO 255;READ A:PRINT*2,CHR${A)"NEXT 

50 PRIN1*15/'U2:”2;0;-M 

51 PRINTA1 5*' ‘ 0- P:' '2; 0;(fcPRINT#1 5,* * U 1 : '*2;0; 1 8;1 7: 
PfllNT4fc15,"B-P: M 2dW) 

52 FOR 1=1 T09:PRMTO2.CHR$(4S+INT(flNO|lH5}H:NEXT 

53 PHIWT*15,"U2:”2fl;18;17 
60CLOSE2:CLOSE15 

70 PRINT: PR INT * ' FOUND A LITTLE COMPUTER PERSON!” 

80 PRINT "PLEASE TURN OFF COMPUTER AND REBOOT LCP” 
90 PRINT "HOUSE ON A DISK ...” 

100 DATA 255, 3, 3, 23, 3 


101 DATA 2, 4. 3,107,75 

102 DATA 11,0, 0,1, 109,0 

103 DATA 0, Q, 0, 1 , Qt 1 

104 DATA 2, 2, 2, 2, 0,0 

105 DATA 2, 0. 0,45 

106 DATA 34, 2, 12,17,0 

107 DATA 1 5, 36, 0, 20, 40 
106 DATA 0, 7, 0, 6, 0. 1 5 

109 DATA 0,122, 5, 0, 0 

110 DATA 0, 0,12,12,0 

111 DATA 0, 12,13, 9,1,1 

112 DATA ? t 33, 4, 16, 21 

113 DATA 11, 4, 0,0,0 

114 DATA 255, 255, 0, 0, 0, 0 

115 DATA8*4, 0*0, 8,1 

116 DATA 1,0, 0, 154, 160 

117 DATA 90,0, 70, 64.181 

118 DATA 128, 16,32,0 

119 DATA 8, 229, 229,165 

120 DATA 229, 16, 10, 1 1 

121 DATA 9* 254, 0,2 

122 DATA 246, 0,0, 0,0,0 

123 DATA 54, 4, 0,0,131 

124 DATA 131, 2*2, 131, 0 
1 25 DATA 6* 4, 5,0,6 


126 DATA 4, 5, 1, 1,2 

127 DATA 3, 4, 1,3, 2, 0 

128 DATA 0, 254,253,251 

129 DATA 247, £39. 223, 191 

130 DATA 127, 1, 2,4 

131 DATA 8, 16, 32, 64 

132 DATA 128,0, 66,44 

133 DATA 22,0,0,0,0,0 

1 34 DATA0, 0, 0, 0, 1,6 

1 35 DATA 49+ 133, 66, 1 05 

136 DATA 106, 108, 121. 32 

137 DATA 66, 111,98, 32 

138 DATA 66, 105, 110, 107 

139 DATA 106, 101,0,0,0 

140 DATA 0,0, 0,0,0,90 

141 DATA 101, 107, 101,0,0 

142 DATA 0,0,0, 0,0 ,0 

143 DATA 0, 0 t 0, 0,143 

144 DATA 0.0, 1,16,0,0 

145 DATA 4, 89,9, 7,0,0 

146 DATA 101, 255, 0,64 

147 DATA 255, 191, 0, 0,. 191 
146 DATA 1 91, 0, 0, 255, 191 

149 DATAO, 0, 191,255, 0 

1 50 DATA 0, 191, 191 , 0,0, 191 
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TRENDY 

AND 
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The recent 7th 
Commodore 
Show at the 
Novotel was well 
received by all who 
attended and that 
included practi- 
cally the whole of 
the 1ZAPI team 
who travelled 
down the night 
before in the 
Shadowmobite. It 
gave your favour- 
ite nightstalker a 
chance to meet 
many familiar 
faces both friendly 
and not so friendly. 
On? of The 
Shadow's oldest (32 we are led to believe) and boldest J old chums' 
met was the ever debonaire Tony Takoushi , Trendy Tony, sporting 
his much worn Taskset sweetyshirt, is rumoured to be touting the 
rights around for a german Turbo system going by the name of 
Speedos, This little techno marvel allows any file written out on 
specialty formatted disks to be reloaded within the minute time of 
four seconds. Just a few minor adjustments are needed on the bog 
standard 1 541 to make it work, a repiacemnet kernel is fitted to both 
disk drive and computer and some connections are made between 
the user port and 1541 circuit board. The sum total of such an 
operation is a mere £7 and hopefully we will see Speedos' 
emergence in the near future. So far Takoushi has shown Speedos 
to Firebird and Activision in hope of stirring up some interest and 
money for himself. 


& $ ^ 


iSPYaBM^oW 

Qavva round Ladies and Gents because ‘ave i got a bargain 
for you today! Today we've got TNCONTTINENTAL KARATE', a 
game of taste for It's one of yer actual fighting 

and fumpin games that’s all the rage nowadays dahn the 'dllly 
l cept there they'll charge yer ten to fifteen nicker. And 'ow 
much am I asking today from you lucky punters. How much 
missis. Fourteen quid? Thirteen? Naaaah, not twelve, not ele- 
ven, not even ten!H! Let me tell you a story first to show you I'm 
a man of ’onour, me old granny, a sweeter old dear you 
couldn’t ask for, needs herself an hip replacement on account 
of her slipping on all that ice last winter, Nowww let me tell you, 
ladies an’ gents, if I knocked out my game for a tenner I could 
get her seen to on the private, none of that waiting about on the 
NHS, But I told her that'd be asking a tenner and she said to, 
she said, 'Mark, don't you fret none about me, you sell vour 
game cheap, give your punters a decent deaf. Well I don't 
mind telling you, it breaks my heart down the straight and naira 
but for you misters and missus i can sell you IK for not eight, 
not seven but six, yes you heard me right, six fifty]!! Mow who’s 
first ♦ + . 

(Microdealer instantly go wild and start jumping up and down 
with large frothy smites on their faces. Centresoft could be 
knocked down with a feather and Activision Instantiy signs a 
safes and distribution deal. PC Weekly appears the next day 
with headline ANOTHER BARROW BOY MAKES GOOD ’) 


Whilst down in the depths of Hampstead The Shadow managed 
to pop into Activision's new fake castle abode and what should 
be going on but a pleasant little crenellated five story building 
warming party, I was discreetly mingling with various affluent and 
effluent members of the computer trade when who should come 
up to me with an interesting story but Activision's very own radio 
Flathead, Andy Wright Apparently Activision supremo Hugh 
Roes Pa mall has suddenly developed a rather strange aversion 
to all sorts of dairy product. From now on for the medallioned MO 
it’s black coffee, dry Special K and yoghurtless lunches. And why 
should such a sudden paranoia manifest itself so? The Shadow 
Knows! After the rather spectacular ‘only tens may die' explosion 
at downtown Chernobyl and resultant radioactive dust cloud, the 
poor man fears he may wake up one mom looking somewhat 
similar to the child In the Ready Efrek ad. Rumour has it that’s 
Hugh’s fears of glowing Chernobyl green have reached such a 
height that he even refuses to wear his Action Man Gio-in-the-dark 
watch. 
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Picking up a copy of that pre- 
stigious organ Commode User 
recently {someone has to do it}, 
supplied! The Shadow with a 
handy glimpse at the forth- 
coming Pawn adventure from 
Rain bird- The Shadow, 

intrigued to know why review 
person Keith Campbell had 
awarded The Pawn 5 out of 5 
for graphics evert though he 
only saw the ST version r 
decided to phone the shortest 
staff writer in town. Mike Pat- 
tenden to sort this cock up out. 
Poor old Mike must have been 
hitting the Sabycham prior to 
our phone call since he insisted 
the screen shots were from the 
Amiga version even, though it 
platniy stated in the text that it 
was ST shots Commode had 
decided to print ‘Why do you 
want to know anyway? - he 
tetchily inquired. Dear old 
Mike, The Shadow really is 
beginning to fear for his sanity, 
Day by day he becomes more 
and more reclusive and hard to 
get. just like the magazine he 
works for. 
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Well after last month's 
incredible joystick 
wielding performance 
from our own in-house 
software cutie Gary 
Perm, the poor man 
was so pleased with his 
previous performance 
that he decided to make 
Ego Comer his domain 
yet again. This month’s 
stupid hiscora is four 
sections of Kit Kat eaten 
sideways, at once, with- 
out breaking — AND — 
sti ll wrapped I Though 
this may seem a little tri- 
vial I wouldn’t advise 
any aspiring reader to 
even tiy and put even 
one section of Kit Kat in 
their mouths sideways 
unless equipped with a 
Penn sized elasd-gob. 
Pictured here is the 
exact sequence in 
which the event took 
place upon a hill within 
our own fair Ludlow, 
Any other entries to Ego 
Comer should be 
addressed to * 




copies of the near mythical Biggies, 






THE 7th OFFICIAL COMMODOR 


THE SHOW TO WHICH EVERYONE WENT— EXCEPT THE GAMS £ 
(But well done Llamasoft, Level 9, Bubble Bus, Martech, Mirrooft 


ZZAP! took a stand (under the 
News-field Publications heading) 
and the crew found themselves 
just around the comer from Com- 
modore Computing international 
and across the way from Commo- 
dore Used H must have irked the 
CCi people on their stand because 
they were running a video adver- 
tising current and forthcoming 
programs, and all we could hear 
were the words, 'ZZAPi said this 
, . , ' C'est la vie. 

From our position at the bottom 
of the stairs to the lower hall we 
were able to see clearly the stag- 
gering numbers of people who 
attended the show. Database are 
to be congratulated for organising 
it so well, and like the public, they 
must be thrilled with the atten- 
dance, and annoyed with the 
software industry most of whom 
stayed away. If software houses 
are to grumble about sales, they 
should look to their own house and 
put that in order first. 

First Sean Masteraon and then 
Julian R ignall comment. 

This year s Commodore User 
Show was held in the middle of a 
very difficult period for the Com- 
modore company and those 
involved with it. Look at the situa- 
tion. With the CBM 64. you have 
one of the great successes in the 
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home computer industry. How- 
ever, the machine is old and many 
people feel, overpriced. Its suc- 
cessor, the 128, launched at last 

ear's PCW show is not what any- 

ody expected, or what many 
observers wanted. Finally there is 
the Amiga — Commodore's last 
chance to recover from months of 
bad publicity (caused by such 
happenings as the closure of the 
Corby plant), missed oppor- 
tunities and an appalling financial 
Situation, 

An awful lot of people were look- 
ing to this show for signs of reas- 
surance from Commodore that 
everything was now under control. 
CBM themselves would have you 
believe that the most important 
event was the launch of the Am iga 
in the UK, This took place at a spe- 
cial champagne breakfast on the 
first day of the show. Okay, l was a 
little sore at not having a ticket, but 
from all accounts, I didn't miss 
much. One representative from a 
dealer chain said afterwards, 

' Everybody’s worst fears were 
realised — the idiots put a £1 475 
ex VAT price tag on it. 1 

Argue if you will that the compu - 
ter is worth that much {bearing in 
mind that the main components of 
that machine were originally to 
form the basis of a El 50 games 
machine), but I reckon it's still 


miss-marketing a good product. 
The Amiga falls into too much of a 
void between the home and busi- 
ness user market. There are all 
kinds of niches for the small pro- 
fessional outfits, but not enough to 
sail the number of Amigas that 
Commodore want to sell. 

There were those at the show, 
like the delightful Anita, author of 
The Pawn, who were convinced 
that Commodore had nothing to 
worry about. She told me that in 
the States, Amiga orders for her 
game were higher than those for 
the ST, but the truth Is a great 
number of other companies have 
been saying just the opposite. 

Then, of course, there was the 
bar. Strike that — there were the 
bars. Mark Cate of System 3 
downed several pints with me 
whilst pining for the now famous, 
System 3 dancers — or even a 
stand for that matter. He told me 
he had been banned from future 
shows after last year 1 s provocative 
PCW showing. 

The next day was rather like the 
first — busy. And all the fun was at 
the watering hole. This time it was 
the turn of CRL's answer to Jimmy 
Tarbuck, Ian Ellery. For the most 
part, Ian's apparently fixed smile 
could be justified by the excellent 
progress of the Commodore ver- 
sion of Tau Geti, which is close to 


completion and had everybody on 
the Newsfield stand crushing the 
solitary 64 just to get a closer look. 
However, Ian’s healthy consump- 
tion of the old Eurofizz probably 
did something to make the occa- 
sion seem a whole lot sunnier. 

Unfortunately, just as he was 
discussing Tubular Beits, & per- 
turbed Jeff Min ter arrived and 
bared his teeth much in the same 
way as a gorilla preparing for com- 
bat when it occurred to him that 
this product might be labelled a 
"light synth\ Such areas, as Jeff 
quickly pointed out, were specifi- 
cally his domain, and flattery was 
not foremost in his mind when 
someone started trespassing. Mr 
Ellery however, nominated himself 
for the Nobel Peace prize when he 
explained that this was not in fact 
the case and Jeff s gripe should be 
with those sensationalists in the 
media who referred to it as such. 

Jeffs ever popular Llama soft 
was one of the few software com- 
panies to actually have a stand at 
the show and it seemed to be well 
attended at all times. Apart from 
pushing his new Vic compilation, 
he ran demos of India Alpha intro- 
dud ng twelve year olds to the pie- 
asures of 1 971 Pink Floyd tracks. 
If Jeff was playing mood music, 
then one can on ly wonder at the 
sudden (and typically loudD 
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emergence of that timeless acid 
classic, 'One Of These Days I 'm 
Going to Cut You Into Little 
Pieces/ but at least it educated 
the masses. 

On the subject of dinosaur rock, 
the on© autograph hunt of the 
show forme, was Rick Wakeman 
who made his name in the music 
world when it was fashion able to 
spell your name properly, be able 
to play the instrument and Yes was 
more than an answer to a ques- 
tion, The pu rpose of h is visit was 
to show that if you spent £149,99 
on a Commodore music expan- 
sion, you could try something 
other than zapping a liens. He neg- 
lected to mention that it helped if 
you happened to have a five figure 
BOSE PA system of the kind Com- 
modore had so kindly rigged up for 
him. Nevertheless, his demos 
were one of the highlights of the 
show. 


interested. And that’s not just a 
sad situation, it's a dangerous one 
Sean Masterscm 
What a busy time! Hordes and 
hordes of people crammed into a 
small area — enough to give a 
daustropfrobe nightmares. 
Although Joe Public turned out en 
masse only a few software houses 
made an appearance which was a 
bit of a disappointment. This rather 
poor turnout could easily be inter- 
preted pessimistically as a sign of 
an industry on the decline but this 
deficiency of new products was 
made up by the appearance of 
numerous programmers who had 
bought down their games in the 
hope that we could recommend 
them to a publishing company. 
Some of the games were very 
good indeed and if this new wave 
of programming latent is profes- 
sionally guided then there’ll cer- 
tainly be new life injected into the 
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SHOW REPORT 


/IIS SOFTWARE HOUSES 
irpft and CDS for Being There) 


I visited the Austin entourage at 
I the Level 9 stand where Pete gave 
me a guided tour of their latest 
game The Price Of Magick. It takes 
time to appreciate fully the sub- 
tlety of many of the game's best 
feature© so reviewers 1 opinions 
are likely to be mined. This didn’t 
gat in Pete's way as he happily 
demonstrated the dubious advan- 
tage of being able to hypnotise a 
vampire bat and then command it 
to try and hypnotise youl 

On Sunday, L spent most of the 
time at the ZZAP! stand. Whatever 
the disappointments generally, 
everybody at the ZZAPt stand, 
ourselves and the public alike, 
seemed very happy indeed. 
Alright, it’s easy to accuse me of 
being biassed, but we did sell an 
awful lot of our fluff covered lol- 
lipops and all the rest of the regalia 
that transforms an intelligent com- 
puter owner into a gibbering idiot 
at a cost to GCf s circulation rates . 

Looking back, it was obvious 
that whatever Gommodtore’s 
problems, they still have a damn 
loyal following. Attendance at the 
show had been incredible (queues 
outside half the day long and 
'human traffic control' within the 
exhibition to avoid accidents). If 
software houses neglect to sup- 
port an event like this, it can only 
mean one thing —they’re not 


Commodore M, 

Also on d isplay was the Amiga. I 
hadn't seen one before, but a few 
minutes display courtesy of CCS 
hack journalist Francis Jago was 
enough to convince me — the 
qraphics potential is huge and as 
for the sound , . . sw-o-o-nl The 
disk drive struck me as being a bit 
slow but the things that the 
machine has potential to do are 
simply amazing, Now all I’ve got to 
do is persuade my bank manager 
to grant me a loan . . . 

Overall the show was a good 
one and although the industry has 
become rather slack over the last 
few months it was proved that the 
public are still very enthusiastic 
about Commodore, despite their 
recent troubles. 

Julian Rlgnalf 


6aj, Gazza, Jaz fallow Francis Jagota knd 
— md pondw. 




Invite you to take advantage 
of Exclusive Virgin Vblue: 


FALCON PATROL I 
TERRORIST 
STRANGELOOP 
ZYTOE 
DORIATH 

GATES OF DAWN 
GHETTOBLASTER 

New release: 

■ SHOGUN 

(£ 9.95 cassette 
and £ 12.95 disc) 

COMPETITION; 

Buy any Virgin Game at any Virgin Games Centre and enter 
our competition to win one of 10 goodie dags containing 
a Virgin LR "tape, T- shirt, Book and Game 
or 1 of 10 games d THE BIZ far 10 runners-up 

Fresh games for tired minds at 
the no. 1 choice 

for games 

ABfMHm 172 Union Street ■ DIUHMQUM96 Corporation Street 
BtOGNTON 157/161 Vifestem Road ■ BRISTOL 18 Merchant Street 
BROMFY 14G144 Nigh Street (in Burton Menswear) 

GLASGOW 28/3 2 Union Street ■ LEEDS 94/96 Bnggate 
PLYMOUTH 105 Armada Vtey ■ LONKM 100 Oxford Street 
TOP (IWIt Oxford Circus. 
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One of your playmates is the 
son of your Mother f s friend* 
His nane is Uincent* One day 
while you and Uincent are 
alone * you betoMe very 
curious about one another* 
Uincent suggests that you 
play a Make-believe gane of 
■’Doctor/' 


THE LEGEND IS 
REALITY (MORE 
GIRLIES) 


After many months ol promotion 
[some people may well cali it 
hype), Legend of the Amazon 
Women has finally been released 
on the 64 by US Gold. 

The title, and indeed the advert, 
are quite deceptive si nee the game 
is actually a horizontal scrolling 
lighting game that puls you in the 
role of Lady Wilde — one of two 
Survivors rn a recent plane crash in 
the jungle. Her daughter also lived, 
but was abducted by the legen- 
dary Amazon Women! 

So, armed only with a wooden 
club, Lady Wilde sets out to rescue 
her daughter, only to meet strong 
opposition from the Amazon 
Women Ihemselves, Gasp! 

Unfortunately, the game arrived 
a wee bit late to be reviewed, so 
you'll have to wait until next issue. 


Uincent seens to be full of 
good ideas, so why not go 
with it? He requests that y 
renove your clothes and lie 
down on the operating table 


Just as you have finished 
undressing, Uincent mom 
c owes into the roon and gasps 
loudly. She pulls Uincent out 
of the roon and describes the 
scene to your Mother* 


WEALTHY 
BUSINESSMAN 
MURDERED 
ON STEAMBOAT 
HEADING FOR 
NEW ORLEANS! 
SHOCK HORROR 
INCLUSIVE! 


ALTER EGO — FOR GIRLIES I? 


The female version of After Ego is 
here! Yes it is, and it should be 
aval table by the time you road this . 

It follows exactly the seme 
approach as the male version, but 
from the femaJe point of view. 
However, the problems are still 
very similar, so if you’ve played the 
male version quite extensively you 
will recognise a majority of the dif^ 
ferent situations. Obviously there 


are some new problems which 
apply solely to the fairer sex r such 
as (mumble) menstruation, but on 
the whole the game is very much 
the same as its forerunner. See 
what you think — try before you 
buy — as you may be disap- 
pointed. Female After Ego costs 
£24,99 tor a three disk package. 
There will NOT be a cassette ver- 
sion. Not never, ever, ever. 


A NETFUL OF 
HACKS AT THE 
SHOW 


by Activision. 

Someone has been murdered 
on the Delta Princess, and it's up 
to you to find out who did it] in only 
three days! Gasp! Sir Charles Fox- 
worth and his relentless sidekick, 
Regis Phelps, will not rest until the 
killer is apprehended and dealt 
with aooordingiy. But the racing 
won r t be easy . There are eight sus- 
picious suspects onboard, and all 
of them must be questioned and 
treated with caution. Ore of them 
i s a killer — the other seven are just 
plain nasty . Who dunnit? You may 
or may not find out next month, but 
at least you can read the full review 
of the game . , , 


GARY LIDDON, between cuppas t muses on recent 
tack of music on the Net 


What was really nice in a netting 
way was to meet many of the faces 
behind the uploads at the recent 
Novotel Commodore Show. Ail the 
fave IDs were there and a great 
crowd they all turned out to be too, 
ever when soma followed us to 
Hammersmith's Macdonald's and 
tried to take pictures while we stuf- 
fed ourselves with quarter pound- 
ers and large French fries. Fortu- 
nately, the famous growling Penn 
fizzog frightened the camera lens 
so much it cracked in embarrass- 
ment. It really is surprising to meet 
someone who's previous sole 
existence as far as you are con- 
cerned has been a stream of 
ASCII. Even so most of the netters 
looked as one may well have 
envisaged them but some excep- 
tions were quite amusing. It was 
amazing how many people com- 
mented that Bob's (FtS4) body 
didn’t match his uploads. Hello, 
though, must he said rn the best 
Cnet tradition to TJ, JANE, YETI, 
RS4, MACH81, Psy, Mat, Adder 
SJ3, Stoat, Tim and LIZARD plus 
all the other netters present at the 
show. 

Many of this month's most 
noteworthy doobries picked up 
from the net came from Metal Bar, 
a fairly newish directory set up by 
net veterans Mat and Psy, Living 
inside Jungle H at 1 82010 it does 
tend to attract quite a tew UPLDs 
most of them very neat indeed. 
Bestest upload I've seen for rather 
heard) this month has to go to 
Demon Demo in Metal bar. Gener- 
ally, as far as original music on the 
net goes the only personage of any 
real note seems to be the ever fam- 
ous Mighty Bogg PAG1 's Demon 
Demo however is on a par, proba- 
bly even a mite bit better, than 
many of the soundtracks found on 


professional software. Catchy it is 
and unsurprisingly it was netting in 
votes of nine left right and centre. 
If you have a modem then log on 
and get it now, a better 64 sound 
you 1 d be hard put to find even from 
the likes of Hubbard, Galway or 
Daglish. 

Another pretty thing to be found 
in Metal Bar is the Metaf Bar demo 
itself, a pretty pic of ACDC’s Eddie 
with a jolly nice sprite-in — the — 
border scroller. By far the prettiest 
demo, however, is Mule s Raspu- 
tin hack, replete with the nicest use 
of that old sprites lode border trick 
asyet 

Alas, at the time of writing there 
is a distinct lack of music hacks on 
the net. Old meanies Ocean are 
rather unkeen or music of their's 
appearing upon the net as sepa- 
rate files. Though it’s not down to 
me to question the morals of such 
a decision it would seem that Cnet 
has definitely lost what was for- 
merly an interesting section. On 
the other hand, we might hope that 
this lack of hack will encourage a 
bit more originality to appear on 
the system. 

Anyway must go now as the ket- 
tle whistle calls once more for 
another ZZAF! office brew up. 
Happy netting. 


Relax, it’s only a game — Murder 
on the Mississippi to be precise, a 
new variation on the arcade 
adventure theme brought to you 


ALMOST 
MEDIEVAL (NO 
GIRLIES, JUST 
MEN!) 

English Software are set to 

release their Medieval thump am 
up, Knight Games , which features 
eight different varieties of Qlde 
Engiishe sports, such as 
swordfightJng, crossbow shoot- 
ing, archery and ax© fighting to 
name but four ©vents. Here are a 
couple of screen shots to whet 
your appetite . . . 
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HERE IS YOUR CHANCE TO PURCHASE THE FANTASTIC 

SUPER KLONE 

NOW ONLY 
£ 8-95 inc p&p 

FOR TAPE BACKUP ON COMMODORE 64/128, VIC, PET 
HOME COMPUTERS, 

FULL INSTRUCTIONS SUPPLIED 
NO SOFTWARE REQUIRED 
TOO% SAFE TO USE 
100% SUCCESSFUL 

ALL, YOU NEED TO USE SUPERKIONE IS YOUR COMPUTER 
AND ACCESS TO 2 DATACASSETTES 
SUPERKLONE WILL COPY ANY TAPE PROGRAM THAT WILL 
LOAD INTO YOUR COMMODORE, IN MANY CASES THE 
COPY MAY BE OF BETTER QUALITY THAN THE ORIGINAL 


WARNING 

IT IS AN OFFENCE TO COPY COPYRIGHT PROTECTED 
SOFTWARE FOR GIFTS OR RESALE 

***-*»*##*### *******«##■*#** **HMHMHH*##*#** 4 ***»**#*# 


TO RECEIVE YOUR SUPERKLONE 

Please cross your cheque or postal order for £8.95 and make it 
payable to 'TUHBOSOFT' 
and send it off now to: 

TURBOSOFT, 74 SKIPTON ROAD, BARNOLDSWICK, COLNE, 
LANCASHIRE B98 BEG 


DONT FORGET TO ENCLOSE YOUR NAME AND ADDRESS, 

in the unlikely event that your SUPERKLONE failing on any 
program, just send it back within 28days of receipt and we will 
refund your money. 



ATTENTION 
AMERICANA 
SOFTWARE 
OWNERS DID 
YOU 



taHfkinj Sennit. 
Hall tO. FirLviv 

IcduMml Chek, 
Sumi. 

iLiminifhmi R? *L1 


ZZAP! 64 July 1986 87 






’■•'•5® 1 j vJ 1 1 

m i 1 i J 




31 1 J J l f i i 1 

H 1 1 1 1 

J i 

i \ 

i Ih 


From ZZAP! 64, CRASH and 
GREMLIN GRAPHICS 

Normally £19.95, ZZAP! readers can buy this 
marvellous tracksuit for 

ONLY £16.95 

HnG(VAT,PSP*| 

The Monty on the Run tracksuit is made from high 
quality materials normally found in tracksuits far 
more expensive and comes in pale grey with the 
Gremlin logo on the back and the ZZAP! and CRASH 
locjos on the front in tasteful tandem! 

Don't miss out on this amazing offer, send off the 
coupon today to the address below. 



Please send me 

GREMLIN tracksuit(s) 

Tick sizes sizes: SD MD LO 


Name ♦ 
Address 


Super ZZAPf /CRASH/ 


Postcode * 

I enclose a cheque/postal order payable to 
Newsfiefcl Ltd for £16.95, 

* UK prices only, Europe and Overseas, please add 
£2 per item ordered. 

ZZAPf TRACKSUIT OFFER, POHUCtl. LUQtOW, 3H BO PS HUE 

snipe 


COMMODORE 

COLLECTION S 


£ 7 , 


ForC64 
or VIC 20 


^VLfiUU POST FREE 
•TOP + TRIGGER FIRE BUTTON 

• AUTO FIHE MODE* EXTRA LONG LEAD 

• STABILIZING SUCTION PADS 

•NOW FOR THE Cl 6 

jQ QjQ COMPLETE WITH INTERFACE 

3NLvl>*V«VV post free 



THE ULTIMATE BACKUP 

CARTRIDGE IS H©tE ACTION REPLAY .. 

WILL STOP THE ACTION OF ANY GAME fa 

AND MAKE A COMPLETE BACKUP TO DISC \ 

■ ftdET Raody !»■« an “Action £tef of the propm p itwarp 

11 Ami not iTUfttwtMlta piLipMTi wumded Le. From tope or (fat eh 
rumul a [Use speed Tlw stare ups todte or doc ib fat oat».ir: 
***Brfp must Al btdmptoJttii wr t ipin ri ii ^ ahh* hwilw w i. 

* WITH BUILT IN FAST LOAD CARTTUOGE 

A( tm K4 of ■ witch fn h™i ■ ted Wn **t wi hH artj 

tart *Md row 'AcSor SqdW bredtwH bu ml aUti tart btd raw KNr 
wiftroroA frmi iwmddK hh4 


EVEN HEAVILY PROTECTED SOFTWARE) 


' ll ' { \ I 1 1 1 T l V' 1 1 1 , 


HOW FOR OUCH DfliUEflT 




DIGITAL SOUND SAMPLING 

WWlfTE PAdf-ACf 

-- £48,99 

POSirpEC 

NIK AHHO nv UNUI 

HW FOR YOUR 
CnMMDBURt SI 

The Dfflei 5am|ikti new brings you 
(hue tudifh -kigf tft i HtnstbJlo prtfl I 

* Tin S* 7 ifir 4 wfl mi I: ncroa rer r null dpkMr win 
mwi H4 ‘Httr e retired* it reip path. tvdiwh hstwreft 
■Frcil'i je^i, ibninkr wnh Kin rvmfa. 

Ifdt±^ laffc m IpW puMkiito HKf*#* 

■fii I bri D red UK unalHr-. 

•Lm u me (fM «( M*, i wv Mbtrb tmnt. 

i VullPW? 1-1 k' u 

•a hi iftioa ithmi iMii, id*, n™a Ivin W*r. « 

■hi n"Vf m.H'i'j lirirtn mli ihww ■■ *j rei h™» 

liKpi#rcir|»ng 

■A pniplii 'nl lire lureumii 

4 - ArtjiNt ivm nmnkir .WEwnfeaAitwir /nctigc Cmn&n 
mfh jvcreiAw fl*#w mn wr si new jnsrewr .mw-m 


COM- DRUM 

C.NLV 

£29.99 


DIGITAL DRUM 1 
SYSTEM FOR THE CS4 


i *^st 


New writ' the Can-- ton told rrtfen pm cm anbcc nine 
quilt *V*1 iWlwtt *tti 'id *un KW*h *1 *h lUMM 8* 
Htimn ID tans B* pn« 

*A«anfWi Ugo* rwaiM Udi tr. ii I r&at - ■■! 
ton. m Im Inn Ii hfl. cymtd ill. ntc N B 1m ret ires 
toriWMl rt?i nwih#ml 

* Bui wii re* sirf- me upjmn - Fd rehKif itsMn 

■ ^ BiHniiw mm npM htt * Nht wnn Ii be rtterel 
ip*i la be Nnd Hill to & we i jpt re An- 

* I jr* i»Krmii«*d 'HThmt w nun pw afl » Ctwil rpx 

■jHiIf * Vr, luifli In uh r [jm on.i[iii Id h ifem h tore^i 

TV mth igtDiN mh TY M ijr ifl n * De-rem m * 

* o*n ■ ftaat n™ nw * *®c uWfciir 
MIILHf HUM 1 * 


£9.99 OMIT COM DRUM SOFTWARE ONLY, TO WORK 
SmwrelSi?""" W 'TH THE DIGITAL SOUND SAMPLER 


gf"* 4 J I j I* USUALLY $AME DAY 

// / ! ‘ I I J I DESPATCH ON ALL ORDERS 

Z rVI / • J ■ T I , L .^fAli? CHfQxJES. PQ lTO 

I mr UNITS s.'3 

FENTON INDUSTRIAL ESTATE, 

! ELECT RCtNfCS DEWSBURY ROAD, fwiton. 

r - , _ ETOKE ON TRENT TEL 0732 37381 6 


M MR CflEWT 
CARD Ll*rt 
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Become a famous composer and appear in ZZAP! 


A CULTURED 
COMP 
FORA 
CHANGE! 


°A 



4 * Music doth soothe the savage 
beast", quoth a veritable wit 
many moons ago. It doesn't 
quite work out that way in the 
ZZAP1 offices though, tf the 
spiky haired ones are not 
stretching their Commodore 
Monitor speakers to the very 
limit with the latest piece de 
resistance from wots it or thingy, 
the office ghetto Waster is 
pounding out the works of The 
Art Of Noise or some other 
mega-trendy combo like 
Bauhaus T 

Being a Minion of sensitive 
disposition (and tender ears) 
this daily cacophony has caused 
me to open a n account with the 
bcal chemists — headache tab- 
lets are cheaper when bought in 
bulk. Maybe this daily dose of 
row and racket, a veritable wait 
of noise, does actually serve to 
soothe the bestial side of the 
ZZAP! reviewers 1 natures, but 
this Minion is not so sure. 
Assailed by practical jokes, 
hying rubber bands and much 
verbal abuse, I have to attempt 
to conduct my daily business 
with as much decorum as possi- 
ble. Maybe one day soon Girly’s 
Pet Black Hole will get big 
enough to suck In soundwaves 


and peace will be restored once 
more te the steepy market town 
of Ludlow . . » 

That could take a while, 
though, so over the next Bank 
Holiday I'll Ship in some roof 
i nsulation stuff and try to sou nd- 
proof the broom cupboard — 
then at least there'd be ene tran- 
quil spot In ZZAP! Towers for me 
to take my tea breaks. Who 
knows, some soothing muzak 
might complete the picture and 
the broom cupboard could 
become a veritable haven of cul- 
ture , ■ . 

Maybe, just maybe, you could 
help. You see, the Spiky Haired 
Ones have Joined forces with 
Rainbird and Compunet in an 
attempt to reveal the wealth of 
musical talent they believe 
exists within the ZZAPE reader- 
ship. If you reckon you're up to 
composing a tune on the Com- 
modore, tiien soma nifty prizes 
are on offer. Read on, read on. 

Top prize in this competition 
is a Commodore Music Expan- 
der — a complete keyboard 
outfit that goes with your 64. 
Those of you who bothered to 
trog on down to the Commodore 
Show In London, might have 
heard tha v famous keyboard 


wizard, Rick Wafceman, 
demonstrating said package. 
The Spiky Baggers will no doubt 
sprolng around with glee and 
insist on interviewing the winner 
In these hallowed pages. Five 
runners up wilt receive a copy of 
Ralnbird's ADVANCED MUSIC 
SYSTEM. 

So, what has to be done? 
Compose a tune on your Com- 
modore, that’s what l had 
hoped that they'd allow their 
humble Competition Minion to 
specify a nice soothing, melodic 
tune, but no. the Spiky Ones 
thought It'd be a wizard wheeze 
to got you lot to write some 
music to go with a game — 
MINDSMEAR, as previewed on 
Page 64 of the April Issue. 
MINDSMEAR doesn't exist, you 
see — it was s spoof, but so 
much interest has been shown 
in die game that the animals 
want you to write some music to 
accompany it! 

Your code must not be more 
than 10K long end should be at 
least 5K ish (keep it towards the 
5K level rather than the 1DK end 
if you can). Your music remains 
your copyright, and your entry 
can be uploaded onto Com- 
punet — into the Music Hall 


(1600) — or sent into the ZZAPt 
offices on disk or cassette. 
Make sure your music software 
is stand-alone, too {ie, it doesn't 
have to be loaded into a utility— 
wa don't want to have to mess 
around with bits of wire or ump- 
teen different programs just to 
hear your maestropiece). 

Closing date Is July 1 0th, and 
this comp is not open to profes- 
sional/full time computer mush 
clans. A very noisy time will be 
had by Rachel Davis from Mel- 
bourne House and Richard 
Joseph (Palace's computer 
muse) 'cos they'll be Judging 
your entries with the Spiky Ones 
in due course, and they should 
know a good bit of music when 
they hear it {well I'm not so sure 
about the Spiky Ones). 

Go on. Get composing. I sup- 
pose this Minion will have to go 
and see the record shop about a 
copy of Klaus Wunderlich and 
His Mighty Organ — you lot 
aren’t going to writs any nice 
soothing tunes for ms, I can tell. 


Entries to MINDSMEAR 
MUSIC, ZZAP!, PO BOX 10, 
LUDLOW, SHROPSHIRE, SY® 
1DB and best of luck! 
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executed. Expect 
to see a review 
around July- 

COPS AND 


puter Rentals Limited — bet- 
known as GRL — was 


founded by ex-teenage 

,CI 


whlzzkid, Clement Chambers, 
now Managing Director, They 
aren’t exactly the most 

» renowned of software houses 
and certainly haven't released 
anything outstanding onihe 64 
as yet. Their list of releases is 
quite lengthy although most of 
them are rather obscure- I mean , do 
you remember Gfug Gtug (simple, 
underwater arcade action), Derby 
Day Test Match Cricket, Tnsfam 
and isoide (a German arcade 
adventure set in a castle in which a 
fat Bavarian hero calledTristam has 
to- rescue his equally porky 
beloved, Isolde), Whiriybird{a 
helicopter shoot em up), Show- 
tumping. Handicap Goff, Omega 
Run (a simple 3D shoot em up 

or 


their 

more recent offerings, such as 
Glider Pilot (flight simulation in a 
glider), Journey fan Australian 
scrolling arcade adventure), The 
Rocky Horror Show (arcade game 
based on the musical film of the 
same name). Blade Rm/wf (arcade 
game based on the music of the 
film of the same name), Space 
Doubt (tan y and wacky arcade 
action In space, not based on the 
music of a film of the same name), 
Causes of Chaos (a multiplayer 
adventure game]. Bored of the 
Rings (atext adventure la m poon of 
Tolkien’s classic novel), PWgrim (a 
quilled adventure) or The Vfery Big 


out . - - 


CaveAdventure (a spoof of Coios - 
sat Caves written by St Brides, mar- 
keted by CRL and reviewed this 
issue). 

Ah f yes , that CRL, The CRL who 
have just started their own budget 
label, Alpha/Omega, whose first 
two releases are reviewed in this 
issue. The GRL who recently 
opened up The Zed Room. The 
Zen Room? Ian Ellery, CRLs resi- 
dent artist and the Creative Direc- 
tor of The Zen Room, describes it 
as an expansion of CRL, a sort of 
creative and programming think 
tank. The programmers have their 
own working area, but they all con- 
tribute to each other's projects/ 
So, as you can see, it a s basically a 
programmer^ asylum. Lock up 
your 'nova-load' of programmers 
(well, what else do you call a grou p 
of programmers?) for several 
weeks, give them the occasional 
'byte' (groan) to "nibble' (groan 
again), something to drink and 
smoke, and some loud music to 
keep them quiet, until finally they 
deliver the goods. 

Here's what the deranged inhabit- 
ants of The Zen Room are up to at 
the imoment, te a look at some of 
CRLs up and coming releases. . , 


Ian Foster, who previously wrote 
the 64 version of Blade Runner, is 
currently working on Cyborg in 
conjunction with Andy 'android ' 
Stoddart of Rocky Horror Show 
fame (no, he didn't star in the film. 


he wrote the game) and Jon Law, 
who's doing the graphics. It's a 
scrolling arcade adventure cum 
shoot em up — with the emphasis 
on the shoot em u p — in which you 
play the part of a mercenary cyborg 
— part man , part machi ne — with 
the objective of recoveri ng your 
friends from the dutches of evil 
aliens. 

The action takes place inside an 
uncharted planet, with plenty of 
locations to explore and despica- 
ble nasties to kill. This screen shot 


Cops and Robbers is only the work- 
ing title of this game, and it has 
nothing to do with Atlantis’ Tacky 
Ga me of the Year, The programmer 
of Spectrum Rocky Horror Show, 
Jeff Lee, Is designing the graphics 
and writing the game which casts 
you In the role of a burglar and has 
you robbings multiiudeof different 
houses, ranging from derelict and 
dilapidated to semi-detached, 
detached and eventually the Police 
Commissioner’s mansion — the 
ultimate burglary! 

A lengthy street scrolls left and 




MJLOila 


5 L Fill lit H 






shows one of the corridors that 
scroll left and right. Some doors are 
locked and if this is the case then 
the corridor beyond cannot be 
seen. Neat , eh? Below this. In glori- 
ous bas-relief, there is the control 
panel of the player/cyborg Inter- 
face — a smal I computer mounted 
on your right arm from which vari- 
ous icon driven commands can be 


right and any of the buildings can 
be entered at any time. The view 
then changes to that of the room 
you are about to burg le . Obviously 
the more expensive residences 
contain richer 'pickings', but they 
are protected by advanced sec- 
urity systems. So, in order to 
bypass these successfully, you 
need better equipment and this is 
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obtained by pawning your ill gotten 
gains. Cops and Robbers' is due 
for an August release. 


BOOTY IIORBOB SBOW 128 

Andy Stoddart and Jon Law are 
taking ad vantageof the 1 28's extra 
memory and aratarting up the orig- 
inal game. The music is the same 
as before , but there are more loca- 
tions, better graphics (courtesy of 
Jon) and a few extra problems to 
overcome. For example . . . 

in the centre of the room there is 
a retracting bridge of stone which 
must be crossed, but the room 
rtsetf is in near total darkness . . , 
Until light n ing str i kes enabl i n g you 
to see roughly where to cross. 
Those of you with a 128 will be able 
to see the enhanced Rocky Horror 
Show this month. 

ns cm 

This classic game is the brainchild 
of Pete Cooke and only previously 


appeared on the Spectrum and 
Amstrad, But, thanks to freelance 
programmer JobnTwiddy, arfeof 
course GRL, it will soon be 
released on the 64. 

The small desert planet of Tau 
Ceti ill, the third in the nearby Tau 
Get! system, was colonised by man 
in the mid 22nd century. All went 
welt for 90 years, in which time over 
thirty huge cities were built. But 
then a mysterious plague arrived 
and wiped out a majority of the 
population. The few survivors 
evacuated the pox ridden planet 
and vowed never to return. 

It was only several years later 
when a cure was found that the 
Federation decided to recolonise 
theTau Ceti system. But al I was not 
well; the automatic defence sys- 
tem — which previously protected 
Tau Cell III from alien invasion — 
malfunctioned due to lack of 
maintenance over the years. The 
robots could no longer distinguish 
between friend or foe and sub- 
sequently obliterated several 
groups of colonists who dared to 
set foot on the planet. Oh dear, 

Th ings were looking pretty dire, 
Unti I an u nkno wn pilot vol unteered 
to rid Tau Ceti III of all hostile 
Eifeforms. Naturally the Federation 
was somewhat sceptical and 
amused by such a ludicrous 
suggestion; why should one man 
succeed where so many had 
failed? 

However, purely out of despera- 
tion, they gave the stranger the 
necessary equipment and i nforma- 
tion — an armed ground skimmer 
and maps of the planet — to 
attempt the monumental task.The 
robots can only be stopped by 
shutting down the fusion reactor 
that power s them, and th is is done 
by collecting the pieces of cooling 
rod scattered about the planet , 
reassembling them and inserting 
them into the reactor core. 

The ground skimmer is a highly 


manoeuvrable craft with many dif- 
ferent weapons and functions to 
hand, such as high powered lasers , 
missiles, anti-missile missiles, 
flares, short and long range scan- 
ners and infra-red viewing facilities 
for when night falls. 

One of the most impressive fea- 
tures of Tan Ceti is the 3D effect, the 
likes of which has neverbeen seen 
on the 64 before.The window to the 
left of the screen shows a view of 
the planet; all structures and 
objects move realistically in and 
out of the screen, and the shading 
is relative tothe position of the sun 
and changes accordingly. Tau Ceti 
should be released by the time you 
read this. 


KTOIX ON CEMTUUS 

This is effectively the follow up to 
Tau Ceti and work has only just 
begun on it. The action takes place 
In thefar future, a century after the 
Tau Ceti disaster, and man has 
progressed quite significantly 
since ... but unfortunately GRL 
wouldn't divulge any further Actu- 
ally, they did mention that they 
would be using more advanced 3D 
techniques than those in Tau Ceti, 
and that Affeckort Centralis is to be 
released in September. 



CETI III 
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TUBULAB BELLS 

From the author of Space Doubt — 
Jay Derret — and Steve Ganiy, 
comes an alternative form of enter- 
tainment: Tubular Beils. It consists 
□fa series of fines, or a single laser 
beam', bouncing around the 
semen to the sound of Mike Old- 
field^ Tubular SeEls. The lines can 
be left to E do their own thing’ , ie per- 
form a random light show, or a joys- 
tick can be used to manipu I ate the 
lines to give you a show of your 
own; it all looks very pretty. Clever 
Music, who did the music for The 
Rocky Horror Show and Space 
Doubt, are providi ng the sound 
track — an Interpretation of the 
whole of the Tubular Bells album. 
Tubular Sells Is actually being 
released under CRLs newly 
formed Nu-Wave label and should 
be available now. 


Height 
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A NEW TAPE TO DISK SYSTEM 
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THE EXPERT CARTRIDGE 


A NEW TAPE TO DISK SYSTEM FOR THE CBM 64/C128Im 6 0 4 deI 

W 


TRILOGIC 

Dept Z2 


mailorder 29 HOLME LANE BRADFORD BD4 00A 
CALLERS 329 TONG STREET BRADFORD BD4 9QY 

Tel 1 0274 1 684289 






ER 

For JULY 



ibu-vip. e&ti ut/f ' 


Chart Voting Draw Winners; 

Winner (£40 worth of software plus ZZAP! 1 T-Shirt): Jon Love, Sutton 
Goldfield, Birmingham, 

Runners Up [ZZAP! T'Shirt and cap): Robert Herding 
El 0; Darren Lane, Kingston, Surrey; Simon Myrtng, B 
cester; Jonathan Funnefl, Hastings, East Sussex. 


i (2) UR1DIUM (9%) 

hewson CS.Q6 ca&s, El 2.95 disk 
ZZAP* Overall Ftflting : 94 % 

2fTJPARADROID(9%} 

HeWSm,t7.SScM5, £12 95diah 
ZZAP! Ov«f8fl Reliog:07% 

3 (3) MERCENARY (7%) 

Nc^aowi, £9.95 ca sa, El 2 .95 disk 
JZAPf Overall Rating: 90% 

4 (12) COMMANDO (S%) 

EUl£. E9.95 casa , El 2.9$ disk 
ZZAPlOvarsfli Rating: 77% 

5 W WINTER GAMES (4%) 

US a&ttVEPYX , £9.95 cass, El 4.06 disk 
ZZAPI Overall Ralkig: 94% 

6 (5\ SUMMER GAMES II (4%) 

us GDLDvEPYX, E&.S6 CH33, E 14-95 dish 
ZZAP! Overall Rating 97% 

7 (£2) HARDBALL (3%) 

US GffXVACCOLADE. £9.95 taftS, El 4. 95 disk 
ZZAP! OWHi Rating: @3% 

8 (9) THE EIDOLON (3%) 

ACTIVISION. E9 99 CflSfl . £14.99 disk 


ZZAP! Overall Rafling: 97% 

9 /f£M ELITE (3%) 

FIREBihO. £1 4.95 casa, El 7.95 disk 
ZZAPI OvWRtt Rating: 95% 


E AR KUNG-FU 

IMAGINE £6,95 caas 
ZZAP* Over sH Rating: 65% 

12J0J PITSTOP II 

USGODD/EPYX, £9 .95 CM, £14.9$ (flaft 
ZZAP* Overafl Ftatino: SI % 

13/ia) KUNG-FU MASTER 

US GOLftilAT ASOFT, £9.95 ms, £1 4.95 disk 
ZZAP 1 Owtfl Relmg: 79% 

14 m WAY OF THE EXPLODING FIST 

MELBOURNE HOUSE, £9.95 cass 
ZZAP! Overall Rating: 93% 

1 5(29) KO RON IS RIFT 

ACrrMSiON, L9 S9 tekaS, £14,99 disk 
ZZAP! Overall Rating: 95% 

16 (ft) LITTLE COMPUTER PEOPLE 

ACTM3TOW, £9.99 cass, £14.99 disk 
ZZAP! Overall Rating: 97% 

1 7 (20) ROCK 1 N 1 WRESTLE 

MELBOURNE HOUSE, £8.95 CS55 
ZZAP! Overall Rating: 58% 

18/13JRAMBO 

OCFAN, £6.95 ceae 
ZZAP 1 Overall Baling: 66% 



i T Leyton, London 
Sromsgrove, War- 


21 (-) ROBIN OF THE WOOD 

OEHN, £9.96 Gass 
ZZAP! Overall Rating: 92% 

22(19} WHO DARES WINS II 

AJjJ&ATA, £7 95 case 
ZZAP* Overall Rating 90% 

23ffi3J FIGHT NIGHT 

US QOUVSYDNEY, £9.95 casa, £14.95 disk 
ZZAP 1 Overall Rating: 93% 

IZOIDS 

TTECh, £8.95 csss 
ZZAP! Owml Rating: 96% 


2SH SUPER BOWL 

OCEAN. £9.95 casa 
ZZAPI Overall Rail ng: 90% 


START 

IlC, £1,99 cast 
ZZAPI Overall Rafog: 91% 


27/161 DROPZONE 

USGQtfa/UK QOUJ. C9 95 £ 


ZZAP! Overall Rafting: 86% 


ease. £14.95 disk 


I GRAPHICS. £9.95 CSSS. £1 4.95 t*sk 
ZZAPt Overall Rating: 97% 


FIREBIRD, £14.05 case, El 7,95 disk 
ZZAP! Overall Rating: 96% 

20/171 MONTY ON THE RUN 

GREMLIN GRAPHICS, £9 96 was, £1 4 95 disk 
ZZAPI Overall Rating: 90% 


2BW BOMB JACK 

ELITE £9.95 csss, £12.95 disk. 

ZZAPI Overall Rating: 47% 

ftS&^?95cass 
ZZAP! Overall Rating: 60% 

30AJ INTERNATIONAL KARATE 

SYSTEM 3. £6. 50 cass, £1 0.95 disk 
ZZAPt Overall Rating: 91 % 


YOU COULD WIN SOFTWARE BY VOTING FOR THE ZZAP! 

READERS TOP 30 CHART! 


Every month we give sway Bn amazing £40 worth of software to the first person whose ZZAP! HEADERS TOP 30 VOTING FORM is pulled 
from the bag. The winner also receives a super ZZAPI 64 T-shirt. Four runners up get a T-shirtand a ZZAP! Cap. Soall you have to do is fill: out 
the form below, remembering to put your name and address down, list your five favourite games in descending order I remember they must 
he released games that you have played), state which software you would like (to a total value of SAOi should you win. and your T-shirt size 
IS.M.LI Then send your form in to The address shown. 


ZZAP! 64 TOP 30 VOTING COUPON 

[Please write in block capita t$) 

1 am voting for the following five games: 




2 

3 


4 


5 

If 1 win the C40 worth of software, the games 1 would like are: 
Game (and software house) 

My T-shirt size is S/M/L 

ZZAP! 7TOP30, PO BOX 10, LUDLOW. 
SHROPSHIRE SY8 1DB 
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The second ZZAP! loves you most 
of a II camp, asked you to design a 
reviewer droid. The outright win- 
ner gets a new Commodore 64 
computer complete with 1541 
Disk Drive, while live runners up 
get ZZAP! Sweatshirts and hats. 
So the winner is Nicholas Bradley 
from West Yorkshire LSB 5BD 
And if you're lucky „ Nick, Aunt 
Aggie may throw in a disk or two. 
The runners up are: 

Wortifi O^GwmanChMhlifw SK1Q 2JD; Lu in 
Trcyemi CTwsMr? SKI SFFJrtayrt Shantf 
Btrmlngharn B20 3AT; Martin Perry Devon 
PU5 (TIP; S Haz&idine Surrey KTl?4RB 






Jfwsr 
Tj n*\. | 






hP^ITl: 


fs-'o/*) : 

H*ch *(%$ 
br&^ltsj 




kv i>n^ t 

“ ( h « k . 


S-U'fly 


ust to prove how much we love you 
all ZZAP! itself sponsored two 
comps. Firstly the cycling one. 
There was a Raleigh MILK RACE 
SPECIAL bicycle for the outright 
winner of the wordsquare, and the 
person who must now get as fit as 
possible is Brad Howarth from 
Bristol BS1S3LA. Tough luck 
Brad, I know what getting fit is all 
about and it has noth ing to do with 
cream buns, still you can console 
yourself with the T -sh irt and hat 
that comes with it! Ten R tinners 
up get T-shirts and five receive a 
ZZAP! full subscription . . . 


T-Shirts 

Lubna 0h*m, Mktdferox TW1 IBS; 0 «V«t 
Hinton, Sumy GtM SJS; S*wn Oovies, Wal- 

mill W®0 BJP; Georgia Hairts, Afwui, DD6 
5DH; Mkihfial ta«™ , Co, frown, &T20 3HW;; 
ten Stratford, Hants GU3* 5PX; Da^ny Carr. 
HrC*W«torCH3 9JR; KaHhUtri*. London- 
derry 8H7 1XF ; Paul Thacker. Wm MM- 
liitthi WS8 SHI; Darren Shemltt Dertpyehln* 
Kfliefr 


Paler Nklwk, UPC4 NG34 WE; Malcolm 
Eve. HflrtWk Mft19 2DD; Stevm W«L 
Southampton 502 4PD; D Coak, 50 AnintM 
Drive, Lines FYS 7TF; Steven WVaK all, Man- 
chester M23 OHO: Grate SrytJon, Meirose 
TM9AL; K Bishop. MWOianwgen CP4Z 
SEP; higer PenKms, Cleveland TSSABOJ; 
Andrew Scadden, K«n| ME5 SHA; Mark 
Stevenson. Notts NOS 4P1^ Steven Whe*t- 
tey, Su*Mx BN2& 3UE; Mrs Myra Brown, 
File KY7 7H0; Peter Medraw, West Sussex 
RH204PX; S Brantley, Berkshire SL1 IRT; 
Rffflqi* JUiteratnsm, London SE23 10W; : E 
Burnett, Cleveland T&0 JSA, MU MccM- 
land, W«t Mkttends B93 QLO: Unde Brntth. 
Bede LtHOXBi Chris Ashton. WeatMkd- 
Lande CV^ 1DF| Pdul CamtJrioH, Co. frown. 
BT203EP 


Micro Power wanted to take 
someone along to the TV studios, 
to watch an episode in the making 
of the BBC 's longest ru nning sf 
series, DR WHO , and for 2D slightly 
loss lucky persons, there were 
copies of the game up for grabs. 
The winner, the man to meet the 
good Doctor himself, is: Nicholas 
Darwall -Smith from Cheshire 
CW5 SEA. Well done Nick and 
keep an eye on the time. The con- 
soled runners up are: 
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SUBSCfflPTTOHB 

Jonathan Qr*y, Norfolk PE3 30Q; OntHM 
DtVte, Kent DAA3DN; flichjuml P au |, Hamp- 
shire SQ2 3&G; Stephan LJnfttL South Hvm- 
iMnkte Ott&OLfc A*ten MeJnteJc.Man*- 
y*u«WAi2arra 


rJ^Jv 


jjrimi 

gsaf?®3pyt 












ZOMP 


Biggies has landed Inside your 
computer ! The star of dozens of 
books penned by Captain WE 
Johns, Biggies is now the cent- 
ral character in a computer 
game — produced by Mirrersoft, 
Biggies The Computer Garnet ol- 
lows the pFot of the brand new 
film very closely. 

K's up to you to help the fam- 
ous flying ace do battle with 
World War 1 enemy types, and 
you also have to guide him 
through Twentieth Century 
action sequences if you (and he) 
are to save the world from the 
deadly weapon under develop- 
ment by the enemy forces. 

Three linked games have to be 
played through before the mis- 
sion is complete , and a fair bit of 
airborne action is involved — 
there's a whole flight simulation 
sequence contained in the game 
to go with the arcade action, 

A bijou prize extravaganza 
surrounds the launch of Biggies, 
MIRRQRSOFT are well chuffed 
with their latest game and have 
put together a Biggies 
goodie bag for someone to win* 
ft contai na a copy of the game, a 
T Shirt, a copy of the book of the 
film published by Pan, the 
soundtrack album produced by 


MICA which contains six themes 
by Stanislas and tracks from 
John Anderson, Chakk, Deep 
Purple, Motley C rue and The 
Immortals, a Biggies scarf and 
badge, a signed photograph of 
Neil Dickson who stars in the 
film together with a handful of 
stickers* Not bad eh? Twenty five 
runner up prizes of a copy of the 
game together with a T Shirt are 
also on offer,, so don't forget to 
put your shirt size on the entry 
form* 

Ourvery own Oli Prey has pre- 
pared a special Bigglesy sketch 
for your amusement and enter- 
tainment — two versions appear 
here and, as you might gue&s^ 
what with this being a competi- 
tion and all, they're the weeniest 
bit different Mark all the differ 
encea you find on Picture B, 
complete the entry form and 
send the whole lot in an 
envelope toZZAP! B1GGLES 
COMP, PO BOX 10, LUDLOW, 
SHROPSHIRE, SYS f DB to 
arrive before 10th July. First all 
correct soluti on out of the bag 
wins the prize— and it would be 
everso helpful if you could mark 
the number of differences yog 
spotted on the back of the entry 
envelope. Go on, do it nowl 


NAME mmmmmmmmmmmmmw 

ADDRESS 


I immiHiii ■ lit! ■ ■ ■ 

POST CODE SHIRT SIZE (S,M,L) 
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• DISK TX> DISK • DISK TO TAPE • TAPE TO TAPE • TAPE TO DISK 





FIRST. IDErninTHEm 

AummsmsAGES. 


Avail ibis for Spetirjm and Commodes 

Release date: May 1906 

Price £9.95 (ca^ette pack)^ 

3 Came — wants us 16 ^ 
her ■jit-re's no way you 


r^' ?t ^c ^ tTC .^ v ' 11 c °^tS v ^ te cv'fP A ^ 

°£SS**?Si ^ ‘fJ® c 

SSsSS# 8 ’' 


Don't wait tor the ad. THE JHCWCNEEN is 


.DuiniW tv WHS ftwiiullKi, * Jrtrt flow. b* Sm M lartHftf U, 1 ffff rflSJg jgJ^arj asd .muftp* fltftanin* Jrtm dims trf r,'*c anrf duliarJinn 


CBM 64 AND 128 • TRANSFER ALI, MAJOR TURBOS ♦ AITOMATIC • NO USER KNOWLEDGE 

COMPARE THE REST WITH THE BEST 
NOW DOSOFT OFFERS YOU EVEN MORE! 


Meg^Transfer 
DiskV.4.0 

B*Ft>re y4ti decide which rape-tu-dftk utility 
in huy, consider if il gives you 
f full convcrakm* <rf Multistage 
Pn^riiiK ia Luad from l>i*k * Fifteen iop 
utles including the liw;*i sports, flight and 
fight slmulatkiltt- No mure tape winding' 

Nn other utility qf titty iteteriptfan curt offer 
this * ■( .toerj [ pu rptw lejflifer 
rwtinO for tbe mafor turbok-rad 
syitrms H urncr, Ytalhnul. FMah 
and Pav {including |h( very latest Pav U Hbder 
j* taedon current chan toppers) and more 
Yhe« murine* will transfer programs whkrb 
wcjei'i mifAully load wit ft iheUlft Drive 
present. * A huge collect km of specific 
murines for tmUi-tUuath'prntrcled 
pmRmms all aertswd vigan easy Menu 
System. * A program idruLificr. and the 
riiBiC IMskus 1 .2 to transfer your vintage 
slowknd Collection 

MegiTransrer V,4-fl- ft economical 
of Disk Space, transferring Wily the actual 
program material. Tran*ferred programs will 
reload at wer four limes the normal rate 
with i he incorporated Disk TuriwUsader, 
which also allows your existing disk 
programs, in he fastfoadeil fmm disk 
MrjyTnfidcr V.4 .0 ft rosily extended 
From .previous ed.li ions- Despite claims ki 
I he contrary. It will transfer programs 
which no other utility will handle., 
Rniiw of slm liar wmml Ing in II Ities , 
which consist almost entirely of disguised 
versions of nur aid material. If you w-jm in 
he up to dale. need ML fttfTramsfet. the 
real Klirbo Smasher '. 

At press time, alt advertised ^ 

Ikfko^oOM Miftwnre -V. I / 

originates ftom I So So ft €«p -B- / 


MegaUtility 
Disk V.4.0 


WITH TEN 
FREE DISKS 


* NEW AlptraUrad disk Turin daiadcr for 

games etc. .Add this five hluck piugfHnco 
each disk and your programs will lout at 
m-er four limes i he normal rate No menu is 
required and you don't have to toad 
Alphaload separately Much Unpiwrd over 
prevkiuA verskuB. * Programmer's 
TuehctDftk l .t II tty. Fast load live, and 
verify. Vftifk* i*LlIi all dev ice numbers- 
Display program start andendaddri-vsc 1 - 
Include! eas s DOS commands Cwnpatlbk 

with mosi expansion cartridges. * W'Soic 
Disk Copier hacks up an entire disk In 
under throe mi nui.es. * Turbo Pile Copy 
selected files hum Disk io-Disk. Reads and 
wrues ai five tlme$ normal speed. 

* Nlhhle Disk Copy backs up most 
protected sJi^k.^ m |usr five mlnulOA Reads 
and writes idem >c* aaiamatftttlly. * Fast 
Format. Formal you f disks In a fraction or 
Ihe normal time * DIsk-tO-'lhpePliM. 
Transfer a w ide variety of single and 
multipart dlAk programs to tape with 
visible scree nAtrlpt bonder turtaoload 

Eik ludes professional mastering scheduler 
An interesting program ftlOt Fnr perfected 
disks i * Wcftil 'til lil y- Disk is supplied 
complete with lO TKEt JM Blank Dinks 
( w ith plastic boa . as 

spec i tied In ihft ad rt| W 

for |ust AJ "00. How s I / 

i hat (or value' W JL / 


Megal'ape 
Super Value 


* ( iur Famous tape utility for One 
DaUMrtie (or equi^ valent J No add h kmal 
hardware is required. Megirape 
comprises; • Tape -in-lipe transfer 
routines] A vast collection for the mainir 
turtwload games * Shnpkioopenlc, 
Meplapr handles a vast range 

of dtffctmt fesi load sy'seems, ahd Wtn 
rrtcrviiJiej loading speed in many cases 

• Eraruresour Visi Screen. Stripe 

Turboicrader * The most powerful 
Tape-tO-Tipe software -ever devised • RB-S 
Hus. Ouiclauii turbooa*iver"km Utility 
gives a new lease of life to your v Image 
slvwkwd upc coAetilnfl. ( in-nverted 
programs load itidependenCly at SEVEN 
times the nurmaJ rale, gy £n 

w ilh Visi'Seroen 5i ripe , 

Turbo. Load , Also handkrS C ^J A 
old JittS and FasEbaek 


AND ^ 
SAVE 

MONEY JA 


• Buy SieBaTra-n^ferr and Megat tlllty 

tttgether 1 price £54. 00 mctudlng HI FREE 
IHhks (A Box) and receive MegaTapeRnt 
dtsk> and Our praised sprite libraryfeditor 
f Pn> Sprile ) atwolutfly FttEtE 

# Fuicha.sen. will receive skiaift of fuiure 
updace^and can buy new DoSoft Programs 
atidvamagrtm pn L es 

Fe Wtlng vusU ril ierS: send .-jm DoScfl 
tmlmaion .ShtT/ {disk i>r rape \ and Twelve 
ptiundf only For Megattartsfer 1 h\k V-i.4. 


3M Disks at 
Low, Low Prices 

Why buy unlabc lied, unhranded disks ol 
uncertain ortgm and specification? 

• Bt offer top class, Disks bearing the 
manufacturer 's label , aL an unprecedcntciJIv 
low, low prke * Specification hi'DD 
TfiM, suitable Jo-rall S 'a " drives * 
Coittpitle wiih labels, write pnjtecr tabs 
TV vac spurt Ssty ll* sleeves and a F*F£ 

I I ip, Tile High Impact flasik Sttirage 
Bos worth £2.75 Our Inclusive Price is 
iuat £lj-50per hox uflm. 

NOrttra* Nocatchnes -g C i ) 

Thu Is the price ruapay. I /, * 

tJK POST FREE. CVlM 

We take a 
bite out of 
Disk Prices! 

How to get your DoSoftware 

Please send cash ■chtque/PO. with order 
for fail drspaieh {5 aE on I y for full derail* \ 
Bend oil rtO* to 

IKsSuf t (Dept 1Z), 2 Oakmnor Av^ 
Blackpool, FY2 DEE 

list Poslagc included . Europe add £0 "'A. or 
£2 If order Include* Blank Disk* Oter>e:i* 
add £i . 50 for Airmail . Of £.i . If order 
include* Rlanl i Disk*. 

DoSoft 

Youll Do it Better 
with DoSoft 


FAST DISK UTILITIES • LOADERS* 3-MIN DISK COPY • FAST DISK FILE COPY * FAST FORMAT 


SOMETIMES A CONCEPTUALISATION 
CRISIS CAN SPOIL YOUR 

WHOLE AFTERNOON 


THE JM0W0UEEN 

An unusually intriguing 
illustrated text adventure 


• NO HARDWARE • Tl’RBO IDENTIFIER • AUTO LOAD OPTIONS 






nuft said. 


dull game 


BREAKDANCE 

Americana, £2,99 cass, joystick only 


B reakdance harks back to the 
days whan a lot of people 
thought tt was fun to self- 
inflict injuries of all kinds — includ- 
ing brairr damage — to the sound 
of trendy, aptly named "break' 
music. 

Thera are four games and in the 
first the objective is to clock up a 
high score by closely following the 
steps of Hot Feet — the "hottest 
breaker in the neighbourhood' — 
whose moves get progressively 
more complex as the score rises 
— a bit like "Simon says'. A prac- 
tice mode is available for you to 
gain familiarity with the various 
moves {achieved by manipulation 
of the joystick). Speed of reaction 
is not Important, but accuracy is. If 
a player makes a wrong move, the 
message ' Week Out 1 appears and 


This is a strange 
JS L game, to say the 
teasf. # isn't aft that 
difficult to play but, 
despite an awful 
soundtrack, it can he quite good 
fun — if you have a good sense 
of humour. However, the mutti- 
had aspect is annoying and I 
can't imagine anybody wanting 
to save routines. It's something 
to watch rather than play. if you 
fike this sort of thing, then you 
can hardly complain at the p nee. 
i found it funny fora few minutes 
but tedium set in soon thereafter. 


On the whoie, 
fc* Breakdance is 

t boring. Three of 

KjS the four games are 
essentially varia- 
tions of the Simon says ' theme , 
and all of them are rather dull, 
However, rbs choreographed 
dancing is a great laugh and is 
the only fun bit in the package. 
Evert so, Breakdance isn ta very 
good example of a budget game 
and I can’t wholeheartedly 
recommend it 

the score is reset to zero. 

The second game takes the first 
a stage further. This ferocious Roc* 
ket Crew, are invading your 'turf 1 . 
Various breakdance moves must 
be copied in order to scare them 
off before they throw you into the 
river. The gang's dancers must be 
taken on in successive breaking 
battles, until finally they are all 
defeated. 

'Perfections Dance Puzzle" is 
the thi rd exercise, like a more com - 
plex version of the first game, but 
with a time limit. The player com- 
petes with Boogaioo Brewster, 
King of breakdancing. Basically, 
it’s a one to one battle where the 
opponent performs a whole sequ- 
ence of moves that have to be 
worked out and followed against 
the dock. 

The fourth game is non-com- 
petitive. You choreograph an 
entire routine and perform it on 


stage There are two screens. The 
first is a menu screen from which 
all the moves for the dance are 
chosen, allowing fourteen possi- 
ble moves usable in any combina- 
tion and repeated any number of 
times up to a maximum sequence 
of 251 moves. Each time a move is 
chosen, a dancer appears on the 
lower part of the screen to 
demonstrate it. 

When a routine is complete, the 
"Go Dance" option changes the 
screen to a stage. The joystick is 
used to move the character 
around the stage while the moves 
are being performed, and the 
movements can be speeded up or 
slowed down, Dances can be 
saved out to tape and reloaded for 
later use. 

The fifth part of the game, the 
"Grand Loop", is a successive 
combination of the first four 
stages, giving the game a sense of 


logical progression. All the break- 
dances are accompanied by what 
the instruction booklet calls break- 
dancin’ music. Finally, the instruc- 
tions give a guide to performing 
some of the real moves mentioned 
in the game. 


Four separate 
[ ' a ' t games on one cas- 
^ sette for only throe 
Wm. Quid] Weil golly 
goshi There's only 
tne big problem — three of the 
tames are awfulfy dull and very 
nuch the same. The best bit 
he choreography , and that’s 
mty because the ‘breakers ‘ took 
ota tty stupid as they do their 
stuff. Dull Graphics, dull sound , 


Presentation 70% 

Clear instructions and menu 
screen. Cassette loading is 
adequate. 


Graphks 51% 

Fat, chunky sprites with good 


* * P® 1 ^ t i ! 


animation, and colourful 
backdrops.. 


Sound 49% 

Lots of it. but not too impressive 
and very 'samey'. 


Hookability 52% 

Easy to gel into and a bit of a 
laugh at first. 


Instability 31% 

The first three games prove 
monotonous, but the choreog- 
raphed dancing is fun. 


Value for money 40% 

Wol m uc h on off er f or l h ree qu id 


Overall 35% 

Will appeal mainly to breakers 
wishing to reminisce about the 
good old days. .■ 





The result of unique co-operation between three ace software developers 
and the Biggies film production company, Biggies- The Untold Story will 
knock you right out of the aid It's a mutti-part arcade strategy game in 
which each part must be completed to reach your final goal. 

In the air, on the rooftops, on the ground, or in the trenches 

YOU CAN BE A HERO! 

Commodore 64 £9.95 tape, £12.95 disk 

Spectrum 48 K £9.95 tape 

£9.95 tape, £14.95 disk 


Coming in May 


Amstrad CPC 


Coming in June 


Purnell Book Centre, Poulton, Bristol BS18 51 Q 
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I played this fast year mid 
remember being v&y impre- 
ssed then. In fact , the only 
thing wrong with it was that it 
was about £25! Now you can 
samp/e its sporting delights for 
t an eighth of its original price! 
The graphics are grea t, the 
sound befits each event and 
the program is a highly play- 
able and addictive one. All I can 
saylsbuyltf 


JERK 


100M SPRINT 

This nice simple event is played 
over a scaling track with your pig 
character aeon in the centre of the 
screen. When the starting gun 
sounds frantically wangle your 
joystick left and right. The faster 
you can waggle the faster your on- 
screen personna hacks. One or 
two players can bash away at this 
event. Two players is better since it 
adds that competitive edge. 

110M HURDLES 

This la viewed in similar style to the 
100m sprint and the same sort of 
Joystick toggl ing appl ies, but if you 
only waggle left and right in this 
event your man falls rear end over 
chest because he won't jump a 
hurdle when he encounters one. 
So, to remedy the situation press 
right on the joystick when he 
comes up to a hurdle and he jumps 
it. in between the hurdles waggle 
the joystick to get up speed. 


LONG JUMP 

Vet another event which takes 
place over a scrolling backdrop. 
Move the joystick left and right 
quickly to gain speed on the run up 
and when the man machos the 
board press up on the joystick to 
make him jump. If you time it cor- 
rectly he flies through the air and 
lands In the sand pit. Then pull right 
on the joystick to push him forward 
otherwise he falls backwards, 
landing on his bot spoiling the 
jump length* 

ARCHERY 

This is the first event to deviate 
from joystick waggling and It tests 
your timing. This event is played In 
30 — all that is seen of your archer 
is a hand holding the bow, beyond 
that the four targets am arrayed. To 
put an arrow in the bow keep the 
fire button depressed and puli 
back on the joystick. Once the 
arrow is strung you can move the 
bow anywhere on the screen and 
using the sight mounted on the 
arrow you can fire rt at the target. 
This event automatically caters for 
the distance to the target so you 
don't have to worry about compen- 
sating for the arrow d ropping dur- 
ing its flight but you do have watch 
out for the wind and compensate 
for its effect. Current wind speed 
and direction is shown and is con- 
stantly updated. 


ntEftH ftHD 


S ummer is coming and it's 
time to don your skimpy 
shorts and go out and get fit 
by doing lota of strenuous sporty 
things. It that's not realty your style 
and you like to spend the sunny 
season slumped on your posterior 
toggling your joystick then you can 
still compete in various sport 
events courtesy of HBS Games 
from Americana. There are sin dif- 
ferent events which have to be 
loaded separately — three of them 
test your joystick toggling muscles 
and the other three require preci- 
sion timing and reflex skills 
Before an event is loaded you 
must enter the number of players 
{up to six) and enter their names 
and affiliation (ie Mad Dog Regan 
USA. Mag the Hag UK etc), and 
select the strip colour (red shorts, 
red top for Derek Hatton etc) After 
that any of the events may be 
loaded and It'S possible to view the 
real world records for that event by 
pushing the joystick In certain 
directions. Once you've seen what 
you're up against you can start the 
event proper. 

Another nice feature about HES 
Games Is the replay/classic replay 
options. After you complete an 
event you can watch it again by 
pressing FI on the keyboard I Or, rf 
you so desire, watch a classic 
replay — an emulation of when the 
world record took place. This is 
particularly useful with weightlift- 
ing to study technique, if you man- 
age to get a world record ora good 
score then this can be saved out 
[on the disk version ONLY). Flight, 
here is a breakdown of all the 
events , . . 


PORT 
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Although HES Games is get- 
ting on a bit now, it certainty 
isn Y showing its age. The pre- 
sentation is first class, and 
there are plenty of impressive 
touches throughout , such as 
the replay feature. Three of the 
six events Involve soma hefty 
waggling and prove a mite 
monotonous , but the others 
are great and require some 
f very precise timing; t especially 
f flke the archery and weightlift- 
ing, H ES Games is basically an 
extremely classy sports simu- 
lation that shouldn't be over- 
looked by any self respecting 
fan of the genre, especially at 
the ridiculously low price. 


Here's an oldie given a new 
lease of fife at a price fractions 
of its original cost , Although 
sport action simulations are 
old hat, HES Games really is 
among the best ever. Theani-' 
mationsare realistic, full of nice 
touches and help make it alt 
very playable. The game isn Y 
content with being obvious , so 
you get things like the runner 
on the brig jump traversing the 
screen diagonally 1 , getting big- 
ger as he approaches the jump 
off point, the archery has a 
good feel to it, the weigh t lifting 
is tricky and the diving really 
tests your timing skills. This is a 
great package at a ludicrous 
price , Bon Y miss it! 


This review has been based on the DISK version of the game. 
The cassette version is multi-load, which will be less conve- 
nient by far, but considering overall quality, enjoyment factor 
and price, this probably won’t be such a serious drawback HES 
Games should be released mid-summer. 


WEIGHTLIFTING 

This has two parts— the Two Hand 
Snatch and the Clean And Jerk 
and is another event which tests 
your timing. Both feature a big fat 
weightllffar who stares out of the 
screen and the player controls lift- 
ing movements by either pushing 
or pulling on the joystick. The real 
key to success is learning to time 
the weightlifter's movements — if 
you mistime a snatch, or don't give 
him time enough to steady himself 
he drops the weights. The two 
handed snatch is the easier event 
requiring an up/dawn/up (with 
pauses) movement on the joystick 
to lift the weights successfully. 
Clean and jerk is far more difficult 
and requires up/dowrvLi p/down/ 
up (with pauses) to lift the weight. 


SPRINGBOARD DIVING 

This is viewed from the side, four 
woman (for it is a she) stands on 
the extreme left hand side of the 
screen and when the joystick is 
tapped right begins the short run- 
up to the end of the board. When 
she reaches the end of the board 
push up to make her jump, pull 
down to tense her legs and then 
up again to spring. If this is timed 
correctly she whizzes through the 
air doing somersaults. Just before 
she hits the water pull down to kick 
out. Points are awarded for the 
gracefulness of the dive multiplied 
by the dive's difficulty factor. 


Presentation 98% 

Just great ■ — informative 
instructions, demo modes, 
replay options . „ . 

Graphics 93% 

Large, well animated sporting 
characters and convincing 
backdrops. 

Sound 84% 

Rather twiddly jingles and 
lavatory flushing style roars of 
the spectators but some good 
spot FX. 

HooicabiJlty 95% 

Enjoyable and addictive sport- 
ing action right from the start- 
ing gun. 

La stability 93% 

Getting a world record is a 
highly desirable, but difficult 
task. 

Value Far Monty 98% 

Three quid for one of the best 
sports sims on the 64 — you’ll 
be a nutter to miss it. 

Overall 9S% 

A wonderful sporting game 
which fs challenging, addictive 
and graphically excellent and 
now ever so cheap. Need we 
say more? 
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NEUTRAL ZONE 

Americana, £2.99 cass, joystick only 


D ating back three years, this 
title has been given a new 
lease of life as part of the 
new Americana range. You are 
taken to the outer edges of the 
galaxy on a mission to protect 
Alpha IV. which is under attack 
from some- xenophobic aliens who 
would appear to owe something 
of their philosophy to the 
Japanese Kamikaze pilots of the 
last war. 

The game can be set on any of 
five levels ffrom easy to crazyj with 
a two player option available. On 
the first level, ten ships attack the 
outpost, going up to fifty ships on 
the hardest level These vary in 
their size, speed and destructive 
capability. They not only attempt 
to damage the outpost but also fire 
shots at your weapons podi and 
the idea is to prevent them from 
achieving their goal by simply 
blasting them out of the sky. Play 
Is also set against the clock, so you 
really have your work cut out. 

Your missiles are fired at the 


Monotonous , 
repetitious, bor- 
ing, yawn induc- 
ing. dull, crap . . . 
Neutral Zone/ JVs 
seen better, but I hevenT seen 
much worse, Vm surprised US 
Gold have bothered to retease 
this game staff, even at a budget 
price . tt J s awful, Nothing to do 
but shoo l ship after ship after 
ship after ship— a sod of Space 
invaders in 30 with only one 
alien . Siam! Blam! Boom I Boom! 

7 777 . . . 


enemy from the weapons pod 
which rotates through 360 
degrees. A control panel at the 
base of the screen shows where 
the next alien attack is coming 
from, leaving it up to you to find the 
ship and destroy it. Only one ship 
attacks at any time and it con- 
tinues on Its attack run until it is 
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BUDGET 


O riginally released to coin- 
cide with the Conan films 
of a couple of years ago, 
this old Datasoft game is the latest 
title to be repackaged in budget 
format. It's an arcade adventure in 
which the player controls Conan 
and attempts to take him through 
the deadly route to Volta's lair 
where Volta himself must be 
defeated. To succeed, you must 
negotiate progressively more 
difficult levels or screens, each 
populated by creatures and traps. 

At the base of the screen, an 
information panel keeps the score, 
number of power swords posses- 
sed {Conan s only weapon) and 
the number of lives left with which 
to complete the mission. At the 
start of the game, Conan has ten 
power swords which can be 
thrown by pressing fine — fn cer- 
tain circumstances, they return — 
and two spare lives. 


random on a couple of screens. If 
Conan touches the bird, he 
receives an extra life. 

There are only seven screens 
but they increase in complexity 
very quickly, in the first, for 
instance, a bat has to be either 
destroyed or avoided to get any 
further. The third screen piays host 
to a couple of quick footed insec- 
toid beasties along with a giant 
scorpion and an immense lava pit. 
Patience is a valuable aide whilst 
figuring out the puzzles. For the 
most part, the way to get from one 
screen to the next is to obtain one 
or more gems (either on the cur- 
rent screen or the one before) and 
place them in special holders to 
trigger the exit. In the spirit of true 
adventuring, there is no turning 
back. 


This game has 
nothing on its pre- 
decessor, Bruce 
Lee. The graphics 
are fairiy duff and 
simplistic. The sprites are tiny 
and flicker honibiy. The anima- 
tion is passable .. Also the 
screens are far too complex too 
soon. Either they are sc easy as 
to be monotonous or require 
several games to figure out. 
There re nothing in-between. In 
this respect f found the game 
sadly lacking. However, some of 
the puzzles are actually quite 
clever and t got some satisfac- 
tion from solving them after so 
much initial frustration . The 
music isn't bad either. It’s not 
exactly Hubbard or Galway but it 
could be worse. When this game 
first came out. 1 had my doubts. 
At budget price though ; it $ not a 
bad buy. 


Each of the screens is very diffe- 
rent from the last and the problems 
contained have to be solved 
before access can be gained to the 
next screen. Many of the creatures 
are unique to certain screens. 
Some of them can be destroyed 
by an attack with a power sword, 
others have to be avoided. One 
creature in particular is an ally. 
There is a bird which turns up at 


IVe first reviewed 
this way back in 
issue three and I 
didn’t think much 
of it. Now, a year 
and a couple of months later, it 
seems twice as bad as it did 
then. For a start , the colour 
scheme is horrible and garish — 
Cm sure a baboon could have 
chosen a be ttw series of colours . 
The ‘sprites ’ flicker and wobble 
as they jerk their way around the 
screen , and the sound , although 
bearable, is thin and reedy. Why 
the different screens have to be 
loaded separately is a complete 
mystery to me, and the whole 
package is a load of tripe . 


Presentation 79% 

Good instructions and demo 
sequen ce at th e beg i n ni ng of t he 
game, but individual loading of 
screens is a pain, 

Graphics 29% 

Very much below par, 

Sound 40% 

Limited effects and reasonable 
music, 

HookabJHfy 15% 

There's very little to keep anyone 
other than the insanely curious 
interested. 

Instability 27% 

There's very little IQ keep anyone 
other than the curiously insane 
interested. 

Value for money 11% 

More attract ve than its iniLial 
price, bui not much 

Overall 28% 

Although considerably flawed, 
the game contains some 
interesting ideas and puzzles — 
it's just a shame that they 
weren't put togelher any better. 


CONAN 

Americana, £2.99 cass, joystick only 
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OLLIE'S FOLLIES 


Americana £2.99 cass, joystick only 


Presentation 79% 

Pleasant title screen which 
cycles through various screens 
to gi ve the user a taster of things 
to come, 

Graphics 66% 

Although the colour scheme is a 
bit bland, the characters and 
screens aren't bad at all and 
work quite well. 

Sound 67% 

A jolly title screen ditty and some 


Presentation 31 % 

5 skill levels for up to two players 
— wow. 

Graphics 12% 

Sasic BASIC graphics, 

Sound 13% 

Better sounds from a cat being 
doctored. 

Hookabilfty 7% 

There sort of isnt any really. 

Instability 5% 

Even less. 

Value For Money 15% 

Well it is cheap . . . 

Overall 9% 

No comment. 


Hooka b It Jty 70% 

The first couple of screens are 
suitably easy and addictive . . 

La stability 60% 

And after awhile it starts getting 
very tricky. 

Value For Money 75% 

Twenty four screens of action at 
a price everyone can afford. 

Overall 70% 

A oldie, but goodie, platform 
game. 


\ ££ r Af first t thought 

J AF / that Americana 

■Mb were ret easing a 

■toSH game about the 

past exploits of our 
very own Mr Frey. However, 
Owes Follies te nothing as 
interesting, instead it s merely 
the exploits of a btobby sprite 
across a three dimensional plat- 
form background The graphics 
are quite good, especially con- 
sidering the age of the game, and 
the sound effects are alright But, 
in the end. It's just another aver- 
age budget title- if this is your 
sort of thing then have a look. 


V Vi'fj Wwf a horrible tit - 
VS \ a tie game The 
0 mjk ™ graphics are of the 

F Ga v9f y wobbly v ^ n ~ 

ety, with ‘ poopy " 
sprites making epileptic move- 
ments across an even jerkier 
background. The sound is just as 
grotty — a ‘whee boom ' sort of 
thing, if you warn fo see how 
awful American programs were 
on the&4in the olden days then 1 
suppose you can'f find a much 
better example of this boring and 
ancient drivel. Ugh 


O nes upon a time a little blue 
haired chappie called Ollie 
was happily trolling down 
the street minding his own busi- 
ness. Suddenly, ha saw a factory, 
and being of an inquisitive dispos- 
ition, he decided to pop inside and 
see what was within its mysterious 
portals. Little did the bijou fellow 
know that this factory was evil and 
that no humans worked there ™ 
only devilish robots who loved to 
destroy their creators. Once he'd 
entered he discovered that the 
only way to get out was to go 
through the 24 different rooms, 
trouble indeed. 


difficult screen (on later screens a 
key has to be collected before the 
exit becomes operational). 

The robot guards and other 
automatic adversaries trog up and 
down the platforms, kiiling Ollie on 
contact, but they themseives can 
be killed — dotted around the 
screen are various power pills and 
if one is collected Ollie turns into a 
homicidal robot killer for a limited 
amount of time and can dispose of 
the robots by touching them. After 
a few seconds he reverts back to 
his normal placid self. 

On later hazards other meanies 
appear — sparks, fans, laser 


either destroyed or the time limit 
expires. As damage is inflicted on 
the weapons pod, it becomes less 
efficient. Normally, whan the Tur- 
ret Damaged' message appears 
on the screen, it means that 
traversing is going to be slower 
until the self repair systems fix the 
damage, giving the aliens more 
chance to wreak havoc on Alpha 
IV, 

If the mission is successfully 
completed you are returned to the 
title screen tc select a new game. 
On harder levels of play, missiles 
spew forth from the enemy ships 
with disturbing frequency and pre- 
cision. 


bouncing on to reach the other 
side of the screen. Escaping from 
an evil factory is never an easy 
task! 


Well Bruce and 
Roger Carver may 


■fe \ well have gone on 
BE J to write Beach 
Head, Beach Head 
II and Leader Board but this is 
where they started and they cer- 
tainly started at the bottom. 
MeutraJ Zone is pish and a target 
part of it is basic, so it s slow pish 
at that. Though some of the 
Americana range is good it has 
its black spots and one of the 
blackest is Neutral Zone. The 
mein cripple factor is its age 
though even in its heyday rm 
sure Neutral Zone would be 
regarded as far from inspiring. 
Avoid this offering at ail costs 
even with the £2.99 price tag. 


f was pleasantly 
jL ; ' surprised fo find 
jfir that Di lie's Follies 

r isn t all that bad, 

despite its age. 
The graphics and sound aren't 
much cop, but as platform 
games go, ft r s good. There are 
some rwee gameptay elements 
throughout — although some of 
them are very similar to those in 
Bounty Bob (But whfch came 
firs t ?) — and l enjoyed playing 
Qllie's Follies quite a bit 


, W aj7 l Ollie's Follies ^snY 
a bad game at all. 
Although the 
scenario is from 
the ancient regime 
of computer games t it's well 
implemented and there are some 
neat puzzles, features and chal- 
lenging bits of screen fo leap 
around. The graphics are 
reasonable, the sound Isn't too 
bad ; and the whole game plays 
very nicely , ff you flfce platform 
games then go out and buy it, it's 
not bad at all- 


beams and deflectors among 
others Bonne of these car be 
rendered harmless while others 
just have to be avoided. Later 
screens also introduce new fac- 
tory fittings which can be used to 
Oflie's advantage — pipes can be 
jumped into to load him to another 
part of the screen, transporters 
whizz him to more inaccessible 
parts of the screen. Thera are also 
sliding platforms and balls for 
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S trewn across twenty decks 
of a ghostly pirate Galleon 
are various items of booty 
just waiting to be picked up by Jim 
the cabin boy. When Jim walks 
over one of the objects, it I® picked 
up automatically. However, there 
are numerous colour coded doors 
in the way and for these, Jim needs 
the correct colour key to pass 
through. Since he can only carry 
one key at a time, this can be 
something of a problem. 

Each screen Is four decks deep, 
and accessible via ladders. Some 
doors are placed behind Jkn 
which require no key to pass 
through and lead to other screens. 


l Wiaf a disep- 
Jr I pointmentf I 
m flfl I mmember ihis 
F HH being the first ever 
budget CRASH 
Smash (goffy, was that a tong 
time ego)! Not much has 
changed except that it looked so 
much better on the Spectrum 
than it does now, needy two 
years later, on fbe 64, l‘m sure it 
played better too, or has time 
made me see it through rose 
tinted spectacles? Okay : so they 
released it on the 64 some time 
back too, but why bother now? 
Firebird can do better than this 
— surely anyone can do better 
than this? 


S trewn across twenty decks 
of a ghostly pirate Galleon 
are various items of booty 
just waiting to be picked up by Jim 
the cabin boy. When Jim walks 
over one of the objects, it its picked 
up automatically. However, there 
are numerous colour coded doors 
in the way and for these, Jim needs 
the correct colour key to pass 
through. Since he can only carry 
one key at a time, this can be 
something of a problem. 

Each screen Is four decks deep, 
and accessible via ladders. Some 
doors are placed behind Jkn 
which require no key to pass 
through and lead to other screens. 


What a disap- 
Jr I pointmenh I 
m flfl I ^member ibis 
F HH being the first ever 
budget CRASH 
Smash (golly, was that a tong 
time ago)! Not much has 
changed except that it looked so 
much better on the Spectrum 
than it does now, nearly two 
years later, on the 64, f‘m sure it 
played better too, or has time 
made me see it through rose 
tinted spectacles? Okay : so they 
released it on the 64 some time 
back too, but why bother now? 
Firebird can do better than this 
— surely anyone can do better 
than this? 
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BOOTY 


Firebird, £1.99 cass, joystick or keys 


00576 


Jik -1 There's no doubt 

about it — this 
game is dire. The 
HSiAliH graphics am 

thoroughly appal- 
ling in their simplicity. Little or no 
effort has gone into making them 
worth looking at and the Overall 
effect fS crude and unsatisfying . 
The rest of the game depends on 
playability. Well, ft is easy to play 
(on the first level at least) in tact 
it's too easy. Hardly anything 
happens that could liven up this 
dull affair. The speed of the 
single colour ghosts could har dly 
challenge the most inept players 
and you soon find yourself on the 
downhill road to monotony , The 
fact that this game is only cheap 
is no excuse at ail. Mastertronic 
have already shown that cheap 
games can be superb but this is 
something that has obviously 
escaped Firebird 's attention , 

Sometimes it s necessary to exit 
from one screen, reach a lower 
deck on the next and then return to 
the original to finish collecting 
items there, such is the layout of 
doors and ladders. 

Trapdoors hidden around the 
screens bring Jim to a swift 
demise should he fall foul of one, 
and some of the treasure is 
boobytrapped. After a short while 
the undeed, ghost pirates wielding 
swords, ghost rats looking for a 


V r S 'VJ This game is 
Jk Ky ‘SJ cnjdsviffe. The 
Jr WmL t graphics are bar- 
F_BhkJ ing and dull, the 
backdrops are 
boring and dull, the sound is bor- 
ing and dull and the scenario is 
boring and dull too. There's not 
much more to say about it apart 
from steer well clear of it 


nibble and ghost parrots by the 
dozen, become disturbed and 
start wandering around. Bumping 
into one of them is bad for Jim's 
health. 

Occasionally, the layout of the 
decks themselves are a problem. 
it becomes necessary for Jim to 
use fast moving lifts to get from 
one level to another and ti m ing has 
to 'be very precise. Jim may look 
overweight, but he can easily slip 
through the slightest gap to his 
doom. 

If all of the treasure from the gal- 
leon's twenty decks as collected, 
then Jim has 46 seconds to locate 
a bronze key and use it to get 


through to the next level. Clearing 
up the booty a second and third 
time requires a search for a silver 
or gold key respectively. On each 
level the speed and difficulty of the 
game increases, making the quest 
Tor loot considerably harder. 


Presentation 50% 

Cheat mode, otherwise nothing 
much, 

Graphics 35% 

Very simple, awful colours. 

Sound 24% 

Pretty yudky tune and spot FX, 

Hookability 18% 

Easy to get into out what's the 
point? 

Last ability 15% 

Instantly forgettable. 

Value for money 2Q% 

Cheap, 

Overall 16% 

Not a good game for Firebird to 
release at any price. 


SHAM US 

Americana £2.99 cass, joystick only 


T he Shadow is out and about! 
Yes he is, and putting your- 
self into the shoes of 
Shamus you must destroy him and 
rid the world of his evil, HA! You 
thought we were talking about 
THE Shadow, you know, ZZAFTs 
goodly do-gooder didn’t you? 
Well, we're not. The Shadow in 
question is a horrible meany who 
eats babies and enjoys reading 
Mike Pattenden's gossip column, 
and as you can see, anyone who is 
that evil just has to be destroyed. 

Shamus is an arcade adventure 
played in Sabre Wutfsty le — a flick 
screen game viewed from above 
but the sprites are viewed from the 
side, sort of like a Picasso paint- 
ing, and what the intrepid hero 
must do is penetrate deep into the 
core of the fortress of the nasty 
Shadow and destroy it. This castle 


is made up of many rooms spread 
over 32 screens through which 
Shamus trundles picking up what - 
ever he can before his task is 
finished. Some rooms have exits 
locked by padlocks and the only 
way they can be opened is by 


t jfl Shamus is getting 
on a bit now. and rt 
certainly shows - 
■ It's graphically 
very simple, but 
reasonable , just like the sound 
effects and the game itself I 
never ha ve liked Shamus ( f prefer 
the foliow up, Shamus Case ll| 
but that doesn't mean that you 
won't — check it out, you may 
well find that you like it. 
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LEVEL 


p/ Poor or Seamus. 
he's neatly as old 
MM as the office crum- 
HU I bfy, Malcolm^ now. 

Though this game 
was a great fave of mine h the 
golden age of software, nowa- 
days it really fails to thrill Even 
the previously impressive 
gameptay seems to be rather 
simple indeed. Evan for ail you 
players out there who may never 
have seen Shamus before, Tm 
sum it would bom you sitiy — 
compared to today's releases it 
really is crude. Have a look 
maybe, especially if you're a 
Robotron fan 


Shooting the evil character merely 
causes him to pause for a seconds 
but this pause gives Shamus 
enough time to get out of the room 
and enter another. 


Presentation 86% 

Beautiful title screen logo, and 
several options. 

Graphic* 45% 

Simp's characters and 
backdrops. 

Sound 69% 

Good title screen music and spot 
FX. 

Hookabif Jfy 56% 

Mildly addictive initially, 

La stability 50% 

Mildly playable — eventually, 

Value For Money 55% 

Low priced and — mila 

Overall 51% 

Fairy Liquid couldn't be any mil- 
der. 


able' syndrome comes into effect, 
turning him into a pile of ashes and 
one of five lives is lost, The 
Shadow's laser spitting robots M 
the rooms and these try and kill 
our hero by shooting or by touch* 
ing him with their electrified exos- 
keletons. Luckily Shamus is armed 
with a powerful Fon Shivs (TM, Pat 
Pending) laser rifle and can shoot 
the deadly denizens before they 
damage to his frail and 1 pink little 
bod. 

Throughout the quest the 
Shadow monitors progress made 
by Sham us, and rf the hapless fet- 
low spends too much time in one 
room the Shadow enters and gives 
chase, hell bent on killing him. 


breast with a swift flick of his 
homs, or he may kick as he passes 
which bowls you over. Once 
you're down the fun starts — AJf 
dashes in vengefully end, if you 
don’t get up quickly, stomps all 
over you which requires a trip to 
the hospital for treatment and 
results in the termination of your 
game. He also sits on you very 
unprofessional if he can which 
also has fatal consequences. 
Sometimes when you get 
thrown you fry up into the air and 
land on the bull's back giving you 
the opportunity to ride it. There's a 
certain technique to riding the bull 
and staying on its bucking back 
for a length period really boosts 
your score. Throughout the game 
the kindly El Splkko airlines con- 
stantly update your score and 
write rt on the drag flag attatched 
to the back of a tourist packed air- 
liner so you can see it as it hops 
overhead. 


R aging Beast is the first com- 
puter game to simulate the 
Spaniard's favourite pas- 
time — the controversial and 
bloody sport of bullfighting. So 
don your trendy Malador gear, 
step into the Corrida and take on 
the meanest bull in the sport's his- 
tory — Alfonso the Awesome. 

Armed with only with a red towel 
you must take on an angry, sweaty 
mass of bovine meat and make 
him look totally silly by plonking a 
rosette over his ugly fizzog. 

You start in the middle of the 
arena and Alfonso walks on from 
the side, breathing heavily and 
staring angrily at you. Pushing the 
joystick in the respective direction 
makes the matador sprint around 
the arena. When he stops you can 
make him shake the towel by pres- 
sing the fire button and pushing 
the joystick left — of course this 
makes Alfonso even angrier and 
he steams towards you at a vast 


tV-, 

, Raging Beast is a 

L ver f rtati game 

flF indeed- The bull i$ 

greet and really 
does have charac- 
ter, something I’ve never seen in 
a computer game before. Many 
a time the air tamed blue 
because he decided to sit on me, 
but such frustration caused me 
to go back to the game again and 
again. Love the graphics , adore 
the gameptay. like the price. Get 
it. 


velocity. Just before he reaches 
you press fire and push the joys- 

45 U 

This is a funny 
game — every- 
t jjgajL thing about ii is 
si fy* kke the bull 
trying to stomp 
you into the dirt and when it does 
two little stretcher bearers whizz 
out at speed to wheel you off to 
El Hospitato. The graphics, 
although small, are fine and the 
bull is portrayed brilliantly. The 
sound isn't bad either and it all 
plays very nicely. It’s certainly a 
difficult task mastering the game 
and the whole package is well 
worth buying . 

tick right to make the matador 
whip the towel away. Such Insults 
enrage the bull further and he 
stomps after you with renewed 
ferocity. 

Having successfully goaded the 
bull in this fashion, a rosette is 
bunged into the arena which can 
be picked up and draped (with 
difficulty) over Alfonso’s horns. If 
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1 remember piay- 
ing this on the Atari 
■MB yonks ago and 
thinking it was 
about the best 
thing I'd ever seen. Nowadays 
the game is a far cry from that 
sort of status but is still an enjoy- 
able arcade adventure/shoot em 
up. The graphics aren ’t brifftani 
and the sound isn't wonderful 
but the program is nicety pre- 
sented with four different maps 
to explore and solve. If you want 
a cheap and enjoyable arcade 
adventure then take a look at 
this, you might like it. 


finding the relevant coloured key 
in another room. There are also 
mystery bonus question marks 
and extra Rfe potions which help 
the q»uest when collected. 

All the walls are electrified and if 
Shamus touches one the 'this is 
how to disrupt the tube train timet* 


Though an mcredt- 
f l biy stupid game in 

every way there's 
some strange 
quality about Rag- 
ing Beast that makes it absoiut - 
ley excellent to play . it's proba- 
bly because it is so stupid that 
the game appeals. The hilarity 
generated by getting sat upon by 
a bull is surprisingly large, cries 
of 'get off me you fat sod' 
echoed rather loudly around the 
office when Firebird sent us this 
one. Graph ically Raging Beast is 
very good indeed and has some 
fairly impresive high res screens 
sitting resident in memory, 
Though there are some doubts 
as to how long the fun wilt last. 
Raging Beasi is worth the peltry 
few pennies asked. Firebird do 
seem to be pulling their act 
together at the low end of the 
market let's hope It continue 
that way. 


this happens you get your name 
on the winners' poster and have to 
tackle an even more angry and 
peeved Alfonso again. 

As you can imagine it's not as 
simple as that and Awesome Alf 
has some horrible tricks up his 
sleeve. For a start if you're not 
quick enough with the towel he 
may turn and send you bum over 


RAGING BEAST 

Firebird, £1 ,99 cass, joystick or keyboard 


7T1 


Presentation 91 % 

Very gnod mdeed. Great title 
Screens and many neat touches, 


Graphics 83 % 

Although simple in appearance 
tne main charac ters are very well 
animated — especially the bull — 
and work extremely well 


Sound 81% 

Good tunes which suit me game. 


Hoo liability 94% 

Immediately addictive, mainty due 
ta the h H anou a natur e ot the game . 


Instability 85 % 

Although the nrttal humour wear-s 
a bit lh"n alter a while, it r s still tough 
and fun to piay- 


Value For Money 95% 

Worth every penny. 


Overall 89% 

A highly entertaining p-ece of 
software, ; 
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Z2AP! 64/EIDOLON OFFER 


Please send me T-Shirts 

Please send me . — Sweatshirts 
Size S/M/L 

I enclose a cheque/PO for £ payable to Newsfield Ltd 

Name * 

Address 


ACTIV I SION 


HOME COMPUTER SOFTWARE 


Postcode 

Send your order? to: 

SAP! 64 /EIDOLON OFFER, P< 
LUDLOW, SHROPSHIRE, SYS 1DB 


Get your own Eidolon T-Shirt or Sweatshirt I Cool black 
cotton with the ZZAP ! 64 logo onthe front and a I a rge, four 
colour Eidolon motif on the beck, 

T-Shirts £5 (met.) Sweatshirts £10 (incL) 

Send off now— don't forget to state your size. 





MOON SHUTTLE 


RETURN OF THE 
SPACE WARRIORS 


Americana, £2.99 cass r joystick only, 


1UP i i 120 


Alpha Omega, £1.99 cass, joystick or keys 


SCORE 000000 


OGIOO 


Presentation 43% 

Two piayer optton — that’s 
about it. 

Graphics 36% 

Below average and rather 
elderly. 

Sound 9% 

Simple baste and and extremely 
efderly. 

Hooka bill ty 29% 

May hook somebody . . . 

Lastabflfty 12% 

. . . but they won't become 
addicted. 

Value For Money 18% 

Mot really a lot. 

Overall 13% 

Unlucky for some. 


rior, a man of distinction who is of 
the particularly vicious variety. 
He's easy to pick out from the riff 
raff Space Warrior troops because 
he flies one of the prestigious Blue 
Eggships. 

The main disadvantage of trying 
to battle with Colonel Warrior, is 
that his ferocity increases during 
battle; he h s a tricky customer so 
Edward had better took out. Pro- 
tocol calls for Egg battle to be 
played out under strict rules; of 
overriding importance is that no 
weapons are to be used. On the 
top of each Eggship is an Egg 
destruct pad. Bumping this 
causes the warrior^ Egg ship to 
blast into smithereens and leaves 
the combatant's Vbfk Helmet to 
drop until It reaches a led ge, ff th is 
Yolk Helmet isn't collected within a 
time limit than it regenerates into 
Colonel Warrior, To make the com- 
bat fair Edward's ship also has an 
Egg Destruct Pad and if he's hit 
then a life is lost. 

Another nasty to look out for 1$ 


Return of the 
^ tjKv Space Warriors is 
JQdS* wrfh Egos 
instead of birdies 
and playability 
wise its about the best vers fen 
of this arcade smoothy for the 64 
to date, ft's the playability that 
realty keeps Return of the Space 
Warrior going since the graphics 
are realty quite horrible. As for 
movement everything s fairly au 
fait and the sound effects are 
quite neat as welt. Return of the 
Space Warriors is a good game 
and definitely worth what ORL 
am asking. Worth a took. 


L awks oh fawdy! Four different 
types of slimy alien have 
invaded our asteroid belt! 
And, as usual, it ! s up to you to get 
rid of them. But what shall we do? 
Send a reliable old space shuttle 
armed with a laser gu n to sort them 
out? Yes, that sounds like a good 
idea. Off you go, and don’t bother 
conning back rf you’re unsuccess- 
ful, . . 

The alien aggressors are being 
raucous on the opposite side of 
the asteroid belt, and this must be 
passed through before your 
assault car begin. The shuttle 


bottom of the screen and can fire 
and move left or right. The aliens 
zoom down from the top end sides 
ot the screen and drop deadly mis - 
siles. The first wave hangs around 
the top of the screen and the al ien s 
are quite docile. Progressive 


E dward Egg, from the planet 
Egg, leads a hassled life. Liv- 
ing on the planet Egg Is a real 
headache since all the inhabitants 
are called Edward and also look 
just like eggs. Edward Egg 1 ® life is 
particularly hassled at this 
moment in time since rfs he who's 
name has been chosen from a list 
of thousands (all of the names on 
the list being Edward Egg) to 
defend planet Egg from the Space 
Warriors who have recently 
returned. So, he climbs into his 
egg shaped craft to do battle 
against the Space Warriors whose 
spaceships, by some very strange 
coincidence, are also shaped like 
eggs. 

The battle takes place on Egg 
Battle Platforms of Egg, an arena 
of ledges specially designed for 
such combat. For Edward Egg the 
stakes are high; if the ovoid crea- 
ture Is thwarted by the attacking 
Space Warriors then they claim the 
planet Egg as their own by forfeit. 
Oh no! Amongst the attacking 
hordes of warriors is a Colonel War- 


/T Left right and tire. 
wftar a co mbina- 
■k tionllt would seem 

that Moon shuttle 
was designed by 
someone with the imaging tide of 
an imbecile child dropped on his 
head at the age of six months. To 
say Moonshuttle is simple is a 
gross understatement, To say 
Moonshuttle is boring is also a 
gross understatement. Without 
being rude there isn't a lot you 
can say about Moonshuttle apart 
from don 'f buy it. 


j As shoot em ups 
go, Moon Shuttle 
ts awful „ 

antiquated and 
dufi — a bit like a 
glorified Space Invaders w/th 
less aliens to kilt. Both graphics 
and sound are good, but the 
game itself. , , weit. even at three 
quid, it 's a joke when compared 
with the tikes of Uridium and 
Dropzone, j 1 'm not impressed in 
the slightest 


Although the game 
has a realty tacky 


t y I mL' sounding title .rf 's in 
tecr a vary good 
version of the Wit 
Hams arcade classic Joust. The 
graphics are pretty crummy but 
the game ptays very nicety with 
just the right amount of inertia to 
make fiying tricky, t would have 
ioved ro have seen proper flying 
ostrich sprites rather than the 
rather blend eggs, but i suppose 
thafo have been too much toask 
for. if you Hked Jousl then give 
this a whirl — it’s about the 
closest thing to it on the 64. 


waves are more aggressive and 
harder to kill, 

Destroying a certain number of 
aliens leads to more rock dodging 
and blasting, followed by yet 
another alien attack, and so on, 
until eventually ell lives are lost or 
you get bored end turn off the 
computer. 


V Her har har. i think 

V ‘S. US Gold are a 

0 ^ realty joify bunch of 

f j japers indeed'! 

Moon Shuttle — 
boom! Her her har. The game is 
realty awful , your craft being 
attacked by crummy aliens who 
wobble about aimlessly pooping 
out the occasional missile. The 
sound is an aural assault and the 
graphics am just like Margaret 
Thatcher — bland, dufi and 
totally antiquated. Do yourself a 
big favour and miss it. 



u »_ or e 


SPELL LHST 


/ couldn't agree 
mors; Return of 
the Space Warriors 
is a groat tittle 
game and worth 
Shame about the 


the Grand Egg Once proud leader 
of the Planet Egg, this formerly 
respectable being turned mutant 
one night after falling into a 
radioactive hying pan. Now he 
roams the Egg Battle Platforms in 
his denatured state, seeking out 
inhabitants of Egg with his deadly 
touch. 

Each wave is completed once 
the platoon of Space Warriors has 
been vanquished by Ed. After a 
couple of waves have been dealt 
death a bonus wave is awarded 
whom Ed has to collect a number 
of Yolk Helmets before they turn 
into Colonel Warriors, 


Presentation 81 % 

Generally neat; some good 
options available. 

Graphics 38% 

Eggs. Eggs and platforms, 
bJoeky platf orms at that. 

Sound 77% 

Nice sound FX though they do 
clash at times with other audio 
bursts, 

Hookabllfty 81 % 

Very Jous ft ike indeed and dead 
playable. 

taxability 76% 

Egg bashing can get a wee bit 
repetitive but a good blast all in 
all. 

Value for Mon^ 82% 

A rather neat barga i n that sta nds 
up quite admirably when com- 
pared to other budget offerings. 

Overall 80% 

A respectable release well worth 
the attention of anyone. 


yi SCORE oooooo 


SCROLLS OF ABADON 


Americana. £2,99 cass, joystick with keys 


F or soma strange and 
inexplicable reason a Wizard 
has transported you to the 
game grid on the World of Abadon r 
which just happens to reside 
inside his head. He wants you to 
please him by collecti ng all sixteen 
pieces of his magic 'amulets', 
which are spread over four levels 
of increasing difficulty , and return- 
ing them to the real world where 
you will be richly rewarded. All well 


A l Even though the 
■kL \ people who prog 
• I rammed Scrolls 
M of Abadon also 
did Ghostchaser arrdOllie's Fol- 
lies, they really have hid their 
tracks well, i mean, you'd never 
have ever guessed by looking at 
them , Am T being sarcastic? res 
/ asm. Yet again we see the return 
of the horrid looking blobby maid 
character wtth the combination 
of unexciting four colour 
graphics — monotonous. There 
Is some sort of game fri there, 
and a horribly aged one it is too. 
Crude gameptay coupled with an 
awkward control method does 
not really and truly make a good 
time. That’s my opinion and On 
sure it 7/ be yours atea 


and good, but who knows what 
evil lurks within the mind of a 
depraved Wizard . . . ? 

The game grid is composed of 
many game blocks, each of which 
is a 3D scrolling platform wtth lots 
of rotating gems, and occasionally 
a spell or piece of 'amulate 1 , for 
the taking. All gems in a location 
must be picked up in order to acti- 
vate the Power Disks which are 
used to move you from one loca- 
tion to the next , A useful plan view 
map of any locations explored can 
be called up at any time by pres- 
sing the space bar. 


V w ‘!3 I iartf much 
VS COf3, a ktf a 3D 

a w£k ^ scrolling Pac Man 
f ELM. 1 wrtfi extra bits. The 
graphics are realty 
pathetic with wobbly scrolling, 
crummy sprite® and glitches 
abound. The sound is awful too 
and neatly gets annoying after a 
couple of minutes play. The 
game is pretty simple and after a 
couple of plays we were weft on 
die way to solving if, if you have 
three quid burning a hole in your 
pocket it might Be wiser to let 
your trousers catch fire. 


It all sounds easy enough, but 
there is one small snag — 
whenever a gem is taken, an arrow 
is left behind pointing in the direc- 
tion from which you came, and 
prevents you from turning back. 
Attempting to do so angers the 
Wizard — so much so that he 
sends in the Beast — a rather fat 
and nasty creature who kills on 
contact. Three other creatures 
also make an appearance and 
each have their own traits and 
characteristics . . * 

The Khz appear now and then, 
and follow the direction of the 
arrows. They are deadly to the 
touch and are best avoided — as 
is the Nim, who boings and spro 
ings about the grid and takes g rest 
delight in sitting on your head and 


a Even though 
Scrolls of Abadon 
is awful, I quite tike 
it. The graphics 
and sound are 
grotty, as is the game Itself, but 
tor some mason l actually 
enjoyed playing it. I’ve no idea 
why. since this is one game I 
wouldn't really recommend to 
anyone. 


poisoning you to death. Amo w Eat- 
ers are just as unfriendly, but they 
am harmless and only eat arrows, 
excreting gams in the process. 

Fortunately, there are various 
spells lying around the grid which 
can be picked up and used to 
good effect. A spell is activated by 
typing the respective word on the 
keyboard (provided you have a 
spell in the first place). There’s a 
spell to freeze all nasties, a spell to 
kill everything outright (except for 
the Beast — he's invulnereWe r you 
see), a spell to display the whole of 
the map for the level you am on r 
and a spell that allows you to 
advance a level. Unfortunately, 
each speli lasts for only 20 sec- 
onds . . . 

Points are given for collecting a 
gem, a piece of ‘emulate 1 or a 
spell, and an extra life is awarded 
eWy 20,000 points — handy, 
since you only start with five. 


Presentation 74% 

Good instructions, at lew 
options, a demo mode and a 
couple of nice touches, such as 
the spells. 

Graphics 38% 

Poorly defined characters and 
backdrops with bland colour 
schemes, 

Sound 32% 

iffy title screen musrc and spot 
FX. 

Hook ability 39% 

Easy enough to get into, but not 
that interesting initially, 

testability 26 % 

A bit too easy and repetitive to 
play, and boring as a result 

Value For Money 32% 

It would be wise to look before 
you leap. t 

Overall 28% 

Yet more? antiquated American 
software. 
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THESE SIMULATE 






THIS TIME YOU'RE IN COMMAND! 




Second of the 'Command Series' simulation, 
Decision in the Desert puts you in command 
of some of the great battles of World War IT 
Decision in the Desert features continuous 
“accelerated realtime': lively graphics, 
highly intelligent units, strategic over- 
view maps and advance artificial 
intelligence commanding the 
computers forces. 

“A very good strategy simulation 11 


!•» I 


SECOND EDITION! 

The second ed ition of th is popu I a r and 
highly acclaimed flight simulator. 

"Solo Flight is a great game" 

Power Play Oct I Nov 1984 


“A real must for the arcade and flying 
enthusiasts" 

Commodore User Feb 1985 


"With the novel touches and the 
excellent type of view of the plane, this flight 
simulation is really worth the money/' 

Zzap64 Sep t 1985 


"The best strategy wargame 

I have played: 1 

Popular Comparing Weekly 

"Really excellent value for money coupled 
with clever use of graphics, sound and screen 
scrolling/ 

Commodore User Oct 1985 
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THE WORLD'S FOREMOST SIMULATION SOFTWARE F*R0DUCER 


*Major Bill Stealey 
U.SAF, Reserve, 
President of 
MicroPros^. 


Mooprose Software 
^is manufactured in 
the U K. by US. Gold 
Limited, Unit 1G, The Parkway fr*tnal 
Centre, Heneage Street Birmingh B1 3 














S ARE TOR REAL! 


THE FIRST AUTHENTIC SUBMARINE 
SIMULATION! 

Exciting action, great strategy, detailed 
aphics and an ultra - realistic simulation of a 
id War 11 U S. submarine in the South Pacific, 
"Excellent i n every respect' 1 Zzap 64 

'■Excellent graphics and meticulous attention 
detail make SILENT SERVICE a fascinating 
>n yau'll return to time and time again!' 


Tighten down your safety harness,.. kick the 
tyres and light the fires! You are in for the thrill of 
a lifetime in ACRQIEI your own personal jet 
ACROjET simulates the BD5-|, a one-man, 200 
mile an hour plus, jet aircraft that is fully 
acrobatic and everything a real pilot could want 
or handle! 

ACROJET features 3-dimensional graphics, 
sophisticated instrumentation, including the 
outstanding quick response aerobatic man- 
oeuvrability that can only come from a personal 
jet! ACROJET builds upon the fine tradition of 
MicroProse's best selling Primary Flight Training 
simulator, SOLO FLIGHT, and uses the unique "in 
the slot" 3 -dimensional flying perspective to 


CRUSADE 

IN = 

EUROPE 

FROM D-DAY TO THE BATTLE OF THE 
BULGE! 


l, This game is a good buy, well presented, 
thoroughly researched and enjoyable to play 1 

Computer & 


Video Games 


bh nm 


allow those pilots who have soloed in SOLD 
FLIGHT to 
experience Lhe 
thrill of jet 
acrobatic flying! 


■'Sid Meier and his 
team of simulation 
Experts at MicroProse 
have outdone them- 

i selves with SILENT 

ICE, a re-creation | “jft* 

[submarine — — ■* 

rations in the Pacific during World War IX 
;a U.S. fleet submarine skipper, you can almost 
II diesel oil and feel the deck rolling beneath 
feet while searching the western Pacific for 
rase shipping!' Ante 


■ This game is 

I to set a new 
ard with an outstanding 
combination of realism and 
"Once again, MicroProse have produced a 
great product with lasting appeal." 

your Computer Dec 7955 


64cass 64 disk 


SOLO FLIGHT 
DECISION IN THE DESERT 
SiLEWT SE RVICE 
ACROjET 

CRUSADE IN EUROPE 


Atari cass 


Atari disk 


REcommended Retail Price 


Cassette £9 95 


Cassette £14.95 


Cassette £9,95 


Cassette £9,95 


Cassette El 4.95 


" 


Disk £14.95 


Disk £19.95 


Disk El 4.95 


ffisk £14.95 


Disk £19.95 


tndki 

-ghmsB. 


Selected US. Gold product is stocked by 
leading computer stores and selected 

to 
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NEW YORK CITY 


Americana, £2.99 cass, joystick only 


CAR IN CARA' 
CASH Ci 
OOOO OS 


Presentation 70% 

Average title screen, good 
instructions and in-game pre- 
sentation, 

Graphics 32% 

Si m pie , poorly drawn characters 
and buildings. 

Sound 39% 

Reasonable titles screen tuntr 
and spot FX. 

Hookabifity 50% 


Sara 


Smashing up cars is the mam 
attraction initially. 

Instability 37% 

Mot much to hold interest, but al 
least there's something. 

Value For Money 44% 

You could do worse than spend 
three quid on this. 

Overall 40% 

Seats getting mugged on the 
subway. 


I n the heat ot the city there are a 
'million stories and Ed Hick's is 
just one of them. Poor old Ed, 
Out of the boonies to see the Big 
Apple, only to find it rotten to the 
core. Poor old Ed, his only wish to 
see the city sights, but the sights 
he saw were farfrom friendly. Poor 
old Ed. his story was just one in a 
million and this is it , . * 

Just out of Smallsvrlie is fresh 
faced Ed, a country boy with four 
hundred dollars to his name. In 
New York for a day trip with the aid 
of his red atomic Plymouth Conti- 
nental. It really is a bit of wonder 
car and was converted to fission 
power by his Unde Bob. The main 
advantage of having a radioactive 
car, apart from glowing fluores- 
cent Chernobyl green in the dark, 
is that you can run over other cars 
and convert them to a mere mlsh 
mash of steel, glass and rubber 
without any damage to yourself fn 
hie atomic car, Ed is to see the 


■ .- VI game which l 

although slow . is 
EE^Hi Quite fun to play. 

Visiting each sits is 
made interesting by hewing to 
play a screen of action, and 
some of these screens are damn 
difficult playing the el sptatto bit 
with other cars is very jolty and 
some of the screens are bn. The 
graphics and sound leave a lot to 
06 destred. hot tor three quid the 
game isn't rAat much of a bad 


mean and nasty machines driven 
by meaner end nastier mechanics. 
In a collision, no amount of atomic 
energy can protect a player from a 
tow truck. The result is one dam- 
aged Plymouth that’s now garage 
bound and a damaged Ed Hick 
who H s just been released from the 
city hospital. 

Now the poor chap is in walk 
mode and has to leg it to the local 
garage to pick up his newly rejuve- 
nated car and shell out $1db for 
repairs. If this little escapade 
leaves poor old Ed broke then the 
game is over. 

Ed can. however, collect more 
money from the bank, but it is 
under constant siege from a band 
of bank robbers. This sort of thing 
doesn't put off country boy Ed and 
the lad has to dodge bullets and 


felons to withdraw his $500. 

To visit a sight you have to be in 
pedestrian mode end Ed’s car 
must be parked. If the time runs 
out on Ed s parking meter his car 
gets towed away, me whole game 
must be completed in a day and 
it’s an awkward thing to do since 
on ly two of the sights are open al 
any time. Each sight contains a 
mini arcade game that needs to be 


completed before it can be 
deemed as 'seen'. 

In toe heat of the city there are a 
million stories, why not give Ed's 
story a happy ending? 


twelve sights that New York has to 
offer with in a rather limited amount 
of time. 

There are a number of troubles 
that delay Ed, most of them due to 
the poor hick's unfamiliartty with 
city life. First, there's the traffic; it 
can’t come as a surprise to you 
that the traffic in New York is a little 
more hectic than that of placid 
SmalEsville. There are two different 
types of vehicle to be encountered 
on the streets of the Big Apple. 
First, there are the relatively harm- 
less cars; bump these and they 
squish. But the tow trucks are 


V'j££7 Though looking 
| truly awfui, sound- 
P)H tng many a wful and 
■US generally playing 
awfui, there's 
something about New York City 
fftsf makes ft fun to play, ft's 
probably all the cars crashing 
since for some strange reason 


1 tows to disagree , 
t New York City is 

crud. ft iooks and 
sounds abysmal, 
and plays just as 
badly. Driving and trudging 
around the Big Apple ttfcm 
appeal to me at atf. and (found ah 
of the sub-games uninteresting 
end tiresome. There are some 
great games m the Americana 
range, but this isn't one of them . 


seeing vehicles splat and crum- 
ple into each other is my idea of 


fun. The gameplay is incredibly 
stow, though and unless watch- 
ing mass carnage on New York's 
highways isn’t your idea of fun 
then them isn't anything eise to 
keep your interest. Nevermind , / 
think it's worth the money. 
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EveshamNriiros 


Quichdisc+ 

lilt LO*P PU*t 


New (hr Fourth generation of if* tounny s, leading disc b*ih 
iflyutilrly jwtkaqr u itvaHatHc. Various infrcWifYihci haw bwh 
hneorporanetf to rr-rsc*tdr 4 i "Otic Dis«tor" as If* u#Um*r* 
Ql panifu*ar innportaivc -up |T» loRowing 

-EVESHAM J MINUTE NIBKLCR v;df Ituii wenlon df tf* 

Infamous Evesham Ntfttipr now Doaswng evOn mm power 
•ri ipHd. Wilt now copy even the mort h*g*ily 
protected Ah* In 3-4 mfnutvi, Ha™#« tf* latKT types of disc 
fYottfn&n mnplonrty MitonveHeedy. At Che lumr of going to 
nirw this program roped Yfrtweftr **¥ idee pnr«» m*H- 
atH* for mU tt j including the l«tM In g*m*i end buvl- 
nm Hftwirt. |Jt lZfl format w -discs m CPM mode 

omf*'l2& 

-“DUAL DRIVE NA&LER - 1 allows if* W of iwa drives to ma** 
mn f*wtar bath-ups. Incorporates f.sevnp n untxr change 
software so no hardware tn^ wcKsary 

-NOVA TfiANSFIff" will trwufer to dhc the latest JSkjufr 1,0*3 
progrjum inf tiding multi jwt li >piln i A v«y uwfirf uti«y that 
also tretudes noutires co transfer "Sunwtrr Games II" and ' Beach- 
Head ir r codtsc 

'DfSCCr will transfer standard speed k»d software to doc 
"TRANS GD“ allows you to save a fitf load system to your own 
discs. 

"DOUBLE BACK LIP' n j very tut two drive bark ljjh 
AJ WHI as these important! newcomers alf ihe ofd favourite tftWUM 
whkh h,we helped earn " DoectcV" Mh a targe following are 
included These mdude Mono Maker lieMcrlvek Fart 
Format., Un«r«UtT. Dhc EFftw. EHsc Orderly, F*rt Pile 


The whole pack.^r Is menu driven and nas Its own f*j boot system 
hurfi m for your corwrt'orrtee Pays tor icsHf if* first day your receive 


hjlk not tn me 

ffTrt FfmrW AnuPrr infc 

V&? CM, orar b, 
thrcin mi Jwifcp. 

* m - * uift bu hi q e 

*■ ***** w*™ 

ft* c rKIV . t rrT j. 

-Acnoh Oeetenr 

ftB. iXl 

P»d Ef SiR gin jj fag. 

^ ' !*Th ve luvr rc*^ ^ , 

N •* uni rw** 


Tht r^ i eh o 

O^irr n aom „ — r| 

f” thWkn U Srt wry wi Wh 

f me b-rt *-*« „t te rjp 

lurtflL LOuaer wsbj ^ 

' F,V rj ttW iiry OW .: 

Lrttw “ftl J»u 4 kh rf rts- Ijn 

kr*4 nnr wedWi, 

'- ,J I™j firw proved ?u din - 

^dJteiKteii tontoiaj m ™#n 

OMMUjff; 

Why lenw rer tan- ehkif h* tart. 


ODDS AND ENDS 


■FT All Nil OC Ihp tint Commodore reedy pnr*n, many 
*atsrnmciudng 1 20c|H d-jfi modt, Jfcp^near trherqirataiy.. 
tiacKir and mc&sn r ™3 with vm* amonwc sm^e sheet feed, 
moil turtlnmv hrmt panel jwwch se*ru»e M pntLTpi nrtro 
mprsTfarirty (he > wwl M tirlTldgt h l^^ll■^■af,lH. !<:■ rf 
you change to another make nf rcmpjppr yot sritpHy poTChiilff 
a new reedac*- to suit OMtTDit .do 

one NOTCH Elf Allows, you to eauly cut j ■‘JTOnefwniie (MTCi- 
tea notch in you- ikes 10 that can use both irite. A vny 
uselbl gadge r ONLY (I.H 

AJ 1 MATT JOOO trti you rejlips the he^d Cf youf dJta 
tiSirflr i^at hly «j ravty Sf^ppied Vflfi SUCHne urmtnvr 

DNLVUhtS 

JM DtUCrmi The tmi (yAjktyjJscs. avaUo* (tom us m cht 
pner Chen? ones Buy Che t*il, (hfy a (fetimr Hfues Of 
ten— 

$IHCU si H/DOUBLi DENSITY 41 ! .95 

DOUBLE BDU»U*LE DVNUTY Cl?. *5 

OH FA0CEO IH A KASTK UBRAIIY CASE 
iHOCJC WCIOOUSU DENSITY H2.95 

DOUBLE UDUHUH1 DENSITY 414.95 


THE DIFFERENCE IS $TA GGS/^j. 

THE FEATURES 1 

25* FASTER LOADING (PROGRAM FILES] 

1 2* FASTER SAVING (PROGRAM FILES| 

10* FASTER LOADING (SEQUENTIAL FILES! 
Sk FASTER SAVJNG (SEQUENTIAL FILES] 

3* FASTER LOAD AND SAVE ( RELATIVE ( 
[Tlrese figures do not ^llow for srarcfiingf 
Easy DOS comnrtanefe from function iteys. 
Fast formats, 40 tracks gtving 749 blocks free 
Centronics driwer software inbuilt. 

Mathrrx? code monitor. 

Can bo switched out if necessary. 


Like everyone that has had the pleasure of seeing this system in 
operation you will be amazed by Doth the speed and ease of 
use. Ft is compatible with the majority of commercial software, 
speeding up both the program loading and SECWREL files. 
Fitting requires the insertion of two sub assembly boards, orw 
in the 1 54 I and one rn the r 64/ r 1 28. This does not normally 
entail soldering, although a- small amount will be necessary 
with some machines. 


ONLY £69.95 

If you require rurttwr information please send iAE for fact Sfiert. 

Operate! wttti Hh CBM 64 or 12 J in 64 mode wteti 1541 dH< drive. 


rrrioirns (he jame operatu* a ai the CJ*i w r 53 1 » tnrtui 

■..fvi'iLi Ahtj irKkdn a pjuv buttrr> |rf Hty iiw w+rh C !+.'Pr, I h 4 
ptr*rst?frj DMLY 4J9.95 


SUBJECT TO A'/AJLABILfTY, ALL ORDERS DESPATCHED THE WORKING DAY AFTER RECEIPT 


Alt prices Include PAP and VA f. Send cheque. Postal FWW4 M MirPO C 

Order or Credit Card No, Credit Card orders accepted " 

by phone. Callers welcome. Wide range of goods & ^ 

stocked. Trade enquiries welcome. European orders — fi n » A a 

send price as advertised. Outside Europe £2.00 for r ‘ ™ 41989 

alrmalL Mall order to Evesham please , 

In Australia contact; MICRO ACCESSORIES of IA, 39b Anderson Walk, Smithfiefd, South. Australia ST 14. TeL (Ofi] 254 62B4 


MICRO CENTRE 

I7M P£ff SHORE ROAD, 
COTTE RIDGE, BIRMINGHAM. 

Tel; 021 -458 4544 












Approaching an enemy warship through its shields. Watch out tor 
that mi not 


scores on battle simulators and it 
was he who slid Into the seat of the 
space fighter and took to the 
spaceways on a desperate and 
suicidal mission . . . 

Sentinel is a 3D poirrt-of-view 
fifarflairctefstype game which puts 
you in the position of Robert inthe 
seat of Jaraloba's last starfighter. 
The spacecraft, although ancient, 
is still a pretty neat affair and is 
equipped with a scanner, twin las- 


ers, Proton Helix Missiles, auto 
tracking, hyperdrive and layers of 
Ybbitium Shielding for the ship's 
defence. When an enemy missile 
or asteroid hits home one layer of 
shielding is knocked off, and when 
there are none left the next collision 
destroys the ship. 

The craft is controlled in flight 
simulator style and a cursor is used 
to shoot offensive laser bursts in 
similar f ashion to the arcade game 


O n a clear night go outside 
and took low, close to the 
horizon, fust below Orion's 
sword. Depending on how clear 
the sky ts you may see a very dim 
star standing alone, the star of 
Jaratoba. Girding this lonesome 
heavenly body are three planets, 
one hot, one cold and the other 
enshrouded in a poisonous gas 
unable to support life of any kind. 
In this system, many years ago 
when manki nd was but little scuttl- 
ing rodents hiding in the crevices 
of a still turbulent Earth, lived two 
alien races. On the hot planet the 
Jaralobians, an harmonious repti- 
lian race who had lived for cen- 
turies without conflict while the 
cold planet supported a race of 
mamalian descent who spent their 
time locked in bloody planetwide 
wars, fought with powerful and 
destructive nuclear weapons. 
Largely ignored by the Jaralobians 
they fought until on ly one tribe , the 
Gorganttors, remained. 

Unopposed, the Gorganitors 
spent tine next century channelling 
their nuclear power into develop- 
ing new types of fighting machines, 
space fighters, to enable them to 
shed their gravitational chains and’ 
conquer the planet of their peace- 
ful neighbours. This happened 
unbeknownst to the Jaralobians, 
who had assumed that the stupid 
race were eventually going to 
destroy themselves Imagine their 


Although this game is somewhat 
oid (about two years) H has some 
wonderful effects which have only 
started! 
games : 

rather an old one but it's nicely 
Implemented and the game is 
highly playable and vary challeng- 
ing (especially on the high levels). 
The graphics are nicely done with 
some fine Utile touches although 
some of the sprites are a bit unim- 
aginative. At first glance this 
doesn h f took much but it's well 
worth persevering with and is a 
steal for three quid. 


surprise when the skies suddenly 
became black with many Gor- 
ganitor fighters! 

Being a peaceful race the Jaralo- 
biars had done away with 


weapons and only one space 
fighter, a museum display piece, 
remained. This was hastily refitted 
and the planet scoured to find a 
volunteer to take on the might of 
Gorganitor army single handed, 
but from this search only one fruit 
was borne, a young Jaralobian cal- 
led Robert Reptile. Naturally he'd 
had no training in space combat 
but had spent most of his youth in 
the arcades knocking up immense 


SENTINEL 

Americana £2.99 cass, joystick with keys 
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Tha'Sector Map. The glebe in the centre at the screen is Jars lobs 
which Is surrounded by Gorganftor craft {the small diamonds). 
Unfortunately your Motherships (the blue oblongs) are also in dire 
trouble . . . 


Star Wars. You r re rot completely 
alone when fighting and there are 
four passive motherships you can 
return to every so often to get 
repaired and gather new supplies. 
These have to be defended 
thought if they Ye destroyed by the 
Gorganitor craft then you'll have to 
ride out the rest of the attack with, 
what you have on board your ship. 
When a mothership is completely 
surrounded by enemy craft you'll 
be alerted via an on-screen mes- 
sage and if the enemy in question 
Isn’t swiftly disposed of the 
mothership is destroyed. 

The Goraanitors are very deter- 
mined to destroy the Jaralobians 
and are using three types of enemy 
ships in their invasion task force: 
swift, stealthy and unshielded 
gamma fighters, Xanthallian 
shielded cruisers and four huge 
warships armed with the latest in 
Neo-Sophoric Demi-Shields, The 
two smaller classes of ship fly 
around in packs of three while the 
warships are content to sit on the 
edge of the Jaralobian system, 
launch sets of fighters and orches- 
trate new attacks. 

When the game starts you H re 
asked to selectone of five difficulty 
levels (skirmish, attack, battle, 
invasion, armageddon). After 
being given a message of encour- 
agement from the hastily formed 
Jaralobian Cabinet of War, Star- 
fleet Command then the battle 
begins. Immediately a 8 x 10 grid 
with the planet of Jaraloba in the 
centre is overlaid on the screen 
showing the sixty sectors of space 
immediately around the home 
planet. Any alien intruders are 
shown on the grid as pixels so you 
know their current location. During 


this period you can move a cursor 
anywhere on the grid. Move it over 
a sector and press the fire button 
and the ship automatically goes 
into hyperspace and heads 
towards the selected area. During 
hyperspacing you have to 
negotiate a tricky asteroid field for 
a certain period of time (depending 
on how long the journey is from one 
sector to the other) 

If you lump into a sector 
occupied by renegade craft you 
are alerted to their presence by an 
audio warning and auto tracking 
comas i nto effect — y ouron-board 




A. J * 


Not being particularly fond of Star 
Raiders type games fwasn t enth- 
used by the thought of playing yet 
another variation on the theme. 
However, Seminal: had me hooked 
from the very start — the atmos- 
phere and pace certainly get the 
adrenalin flowing, end the many 
neat touches throughout add to 
the feeling of 'being there I'm not 
quite sure why t like this particular 
star Raiders variant , but f do and I 
reckon it r $ the best of the genre - 


computer selects a craft or group 
of craft and tracks them for you. 
The selected craft are highlighted 
on your scanner with a cross and 
you can steer your way towards 
the target using the cursor. Other 
on- screen information includes a 
distance-from-target figure shown 
under the cursor and an enemy 
heading/bearing/speed indicator, 
displayed under the main scanner. 
An audio signal warns you just 
before you reach the craft and your 
ship automatically goes into com- 
bat mode, a dogfight situation 
where you must blast the craft to 
kingdom come while avoiding their 
offensive fire. When the sector is 
cleared the stellar grid map is 
printed up on screen again allow- 
ing you to proceed to another sec- 
tor. 

The primary targets are the four 
warships, shown distinctively on 
the stellar grid, A sector occupied 
by one of these overweight hulks is 
completely filled by its shielding 
system, consequently when you 
warp into such a sector you 
immediately run into the shield, 
which is similar to flying between 
two horizontal planes. In between 
these planes is a congested 
minefield which you have to fly 
through to reach the target. Hitting 
a mine depletes your shield but the 
mines can be shot with well aimed 
missiles. The distance from the 
mothership is displayed under- 
neath the aiming cursor and using 
this you have to guide your ship 
through the minefield to the target , 
When you get near the mothership 
the shield disappears to show the 
warship, its exposed exit/entrance 
cycling in colours. When white, 
press the space bar to launch one 
of the ship's limited Proton Helix 
Charges — if this deadly missile is 
successfully guided into the portal 
during the white period it destroys 
the warship. 


Getting back to one of the four 
motherships involves a similar pro- 
cess of dodging shields and 
minefields (although why a friendly 
mothership has a stonking great 
minefield around it is a complete 
mystery). When you reach the 
mothership It extends a tractor 
beam, draws your ship into its 
warm and comfortable interior and 
repairs any battle damage 
received during your galaxy saving 
quest, along with replenishing your 
shields. 

When the game finishes you're 
given a rating depending on your 
performance and if you manage to 
successfully boot the Gorganrtore 
from whence they came you are 
treated to a complete breakdown 
of the mission, amount of shots 
fired, shields used etc. 


Presentation 95% ■ 

Informative instructions and bril- 
liant on-screen presentation dur- 
ing lire game. 

Graphics 37% 

Clever ■ use of raster if itemjpts, 
some greaf effects but some 
sprites are rather dodgy. 

Sound 69% 

Atmospheric sound effects which 
rcaify enhance She game. 

Hooka&ifity 92% 

Helpful instructions and in-game 
ihossages make Shis easy to get 
into. 

Instability 92% 

Five difficulty kiwis and Hie fifth 
one realty tough going. 




A great and challenging game for 
only three quid. 

Overall 93% 

A superb Star Raiders type dame 
an ri ll tE best on trig Commodore, 
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M JR | el I the big and nasty 
MfU Americana Monster has 
V V come along and eaten 
up Waste rtronic's pinball table 
and it's in there that the cute ' n 
smiley Slambaif family habitats, a 
living clan of ball bearings with a 
happy disposition. The pinball 
table is inside the monster's 
stomach and the bai Is are in quite 
a bit of trouble. The pinball table 
is still operational and since the 
monster's stomach knows that 
the chewy and munchy slamball 
family are sitti ng i nside . it's ej ect - 
ing them one by one into the 
game. The hole at the bottom of 
the table which normally recovers 
the bail instead slides straight 
down Into the monster's digestive 
tract. Luckily though you. as a 
member of the secret society of 
prevention of cruelty to pinballs. 
have gained radio remote control 
of the table and you must now 
prevent any of the Slambaif fam ily 
from getting into Americana 
Monster's digestive tract. 

The whole game revolves 
around a verticaily scrolling win- 
dow of four screens's worth 
which covers the entire length of 
the table. Even though the mons- 
ter's stomach lining is pressing 
the H play' button \\% up to you to 
decide on the power at which the 
bail is ejected into the playfield. 
There are four sets of flippers 
throughout the table and various 
positions of the joystick deter- 
mine their movement — joystick 
left operate s left flippers r joystick 
right operates right flippers and 
pul ! I ng back on you r stick causes 
them to flip away. 


/ like Slamball. it's the best 
game t Ve played for ages and 
is very addictive indeed 
though really just a simple 
implementation of Pinball it is 
so very well thought out fhaf 
the enjoyment it provides Is 
huge, for graphics freaks 
there's little to amaze or 
astound, the colour schemes 
are garish but the ball mo ves 
in an exceedingly convincing 
manner. For the money Slam- 
ball would be hard put to be 
beaten even by some of the 
excellent deals now offered 
by Masterironic. Go out and 
buy a copy now. 


All the features included in a 
normal pinball machine are there 
with bum pars, rollovers and 
everything else. Even a nudge is 
implemented for times of 
extreme danger. Hitting nudge 
causes monster wobble and the 
whole table wobbles as well. 
When a member of the Slamball 
f am i ly is about to meet its demi se 
It is quite wise to use the nudge 
feature as a last resort. Unfortu- 
nately over use of nudge results 
in the table tilting and your flip- 
pers are then disabled until the 
current ball h its the Monster's 
alimentary canal. Very digestive. 

Around the table are a number 
of monster stomach enzymes 
held in groups of up to four, just 
sitting there waiting for a siam- 
twfistQ pass over, A slamball 
travelling over an enzyme disap- 
pears and when a whol e grou p 
are devoured a blob materialises.. 
Bash into this blob before It 
destroys itself by wandering into 
the table's walls and your score 
multiplier Is in creased. At the 
most you can travel up to four 
times score, get another blob and 
the table resets itself to normal 
scoring. If all the enzymes ere col- 
lected then that level is deemed 
to be complete and s bonus for 
any balls left is awarded. 

the sound effects are suitably 
pin bally and all the while you can 
hear the monster gently humming 
to Itself as it frogs down the 
street. 


What a brilhant game! Simple, 
yet incredibly addictive and 
playable. It ’s nice to get a 
harmless, unhyped game that 
you can load into your compu- 
ter and just play without hav- 
ing t o get to the next screen or 
solve. No hassle, just pure 
playability. The graphics are 
alright and the sound is pretty 
basic, but the gamepfay is just 
superb and the scenario 
totally stupid. Be a devil and 
lash out a huge three quid for 
- it. 


SLAMBALL 


Americana, £2.99 case, joystick only 


tU.’IKI 



If you took any notice of the 
scenario, you would probably 
put the thing back on the 
shelf, which would undoub- 
tedly be a mistake, because 
SlambaH is more than worth 
every penny as far as fun is 
concerned. . A t 


Technically it r s 

smooth enough . but certainly 
not a game to impress visu- 
ally which hardly matters as 
you get a fine pinball game 
with some unusual additions, 
and one which poses no prob- 
lems in getting into, though 
it's quite hard to put down. 


Presentai^n 88% 

Straightforward, with neat 
and tidy on-screen appear- 
ance, 

Graphics 65% 

Large, rattier simple anc 
strongly coloured, but ball 
movements are convincing. 

Sound 79% 

Good pinball FX and stomach 
rumbling atmosphere. 

Hookabilrty 96% 

Can't fail It, riming to hold 
you back from instant en|oy- 
ment, 

Instability 96% 

This one has the essential 
ingredient — you just don't 
know when to stop. 

Value For Money 99% 

At its low price it's a steal. 

Overall 96% 

A simply addictive and highly 
playable pinball. 


t 
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mi i ■ r i TiTfTti ■ r m nriiTTfin 1 1 1 1 r rr m t r 




SPECTRUM $8K 


ODORE 64 


SPECTRUM 48K 


AMSTRAD 


Software Limited 6 Central Street, M2 SNS Tetaphone 061*832 6633 Telel 669977 Oceans G 

Ocean !S avaiKublc from severed branches o* 

^ \\ I I S VI MM r A^\L. !'l WOOLWORTM LASKYS Rilmbelows Greens . ipL'Ctnj- Shop*^ it! a i 2 -Od r >o r r * : ,- t dt-a-e-’L r "ace e-nqi • . ** 

• Uri venial Otv InaiWI rights re&erveo *a irads^k of a<JQ 1 by Universal City SwchdSi Hit. 



UPDATE 

Crttt wii almost ihere, hid found dig luel cells he 
needed, he knew where the big ship wii hidden ind 
he had the tieig to *et there, rescue hit petsengert 
and pet diem sway back 1e Earth. Bid thee then was 
Karrfsn., . . 


IT HEM 

■ TERMINAL MAM 



f KEEP I - * 
STRAI&HT 
flNO 

Lleveu,, 


r W£ll IT ^ 
WN'T SUCCEED/ 
L take 

^CO NT RO Ljh a 


r it's ^ 

TOIN& TO &ET 
L INSIDE <„ a 


<OU WON’T ^ 
rOPjJS, KflRRlAN 
lUdfiRN 


X VOU ""y 

/ CANNOT TOUCH < 
f KARRI FIN WITH \ 
I>EflThl/ KARRI AN HAS 
UyEPfl HUNDRED 
.PAINFUL LIFETIMES, j 
VLON&IN& fQ& y 
X^pEATH- 


” UJflRN 
OP WHAT? 
. -PEFITH ? 


^NDW( R/V\ 

brn&er 

OF DEATH/ 


r NOT HERE? 

KRRRiRN — 

not to we. 


NNN&U/ 
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VO NOT 
fflLL 

.alone; 


UMNF/ 


BOTH 1 
FALLEN/' 
~D\\)^. t 
/URNpRELL, 
kjDlVE/J 


rwr ^ 

MAKE IT/ 1 
SUPSmcW'S 

TOO STONfr 
L PULL OUT™ 


/notehsv-onlv 
f Got a feuo K r s 
HEIGHT LEFT/ 
WE'RE OVER THE 
CITY MOW-NO 

CLEfiR PULL-OUT^ 


r MRTCH 

SPEEPS 

, uu flTH , 

L>hm/j 


r NEVER/ ^ 
GRPB m HftHV, 

^w„./ J. 


For Ft FEW SECONPS 
MRNPRELL SROU&HT 
THE CRRFT RLON& - 
SiPE CROSS, BUT™ 


HOLP 

Tl&HT, 


STORY BY KELVIN GOSNELL® DRAWN BY OLIVER FREY; 
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^ WElVE ^ 
MiSSEP THE, 

. GROUND 


WELCOME 
SACK WI 
. MiSSEP 

k. 


B UT 

WE CflM r r 1 

flivss rut 

BU1LPIN0S/ 


NEHRUF PlP, # , ^ 
F1NDTW& C«TH£DKRL- 

l WE HRVf£ RN 
^£PPO JhlTMEN ~r ^ 


^7\ ^TRRT 
|r L0RP!t%T& THE FUEL ™ 
“LCS 'N-THtTr ISflCRIRCE' 
CHAMBER - S£JU r L{_ RNP 
t THEY FIT IN THE. -* 

'P^WHLL SLOTS rr, . 


r-aur \ 

there's 

WORK TO 
6E PONE 

L FmSTj,, 


WHAi;? 


Jr NO ^ 

r QUESTIONS^ 

"3UST PO 

IT/ 

THERE'S NOT, 

\t\me/ y 


Pull lip 
8^ THE 
LflLTAR,, 


But fit thrt moment 


r I PON 'T CALL THIS T 
MUCH OF R BHR&RIN, 
CROSS f'JOU PRJOM1 SEP 
TO BRING ME R SHIP/ 
IS THAT ELVlNS CRRT 
k yJHRT vou call q J 


UMPER CROSS' HHNPS THE 
SOUP TOP OF the PLINTH 
REVEFLEP fl BRINK OF 
controls finc?^ 


VILGARRE ^ 
JOILL BE HERE FNV^ 
Foment BNP THERE 
15 MUCH TO 'DO, ^ 


J CELLS 
Rll 

UOHPEP, 

kCROSS, 


vmu/ 

PRIMARY IGNITION 
IS REMOTE -NOW 
CRN I a* T ^ 
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CPTHEPRRL 
JS SHIP- 


YOU'RE 9 SuNt> 
IWTpVIUjflRRE/ 
M OU NAVE HPC?TN£ 
SHIP Vtoii WANT, 
HERE^LLTHETi^E 
HLL YDU NEEDED 
. WflS Fytu tt* 


Z2 


■ ,* 


EH? 


YOU HH^NO 
INTENTION OF HQN' , 
CURING OUR BARGAIN, 
VlL&flRRE, You MPY 
WE: BROUGHT MY 

khis^ws 

THEM RSSDQN 
RS DELIVER 


r CORRECT/ I ~ 

SUFTOSETHISWOF 
4bURSVJILLP0R)R f\ 
START - &UHRPS 
S^KILL THEM flL L/^ 

77 — 




X KWE \ 
' SHC K r N 

imbeciles/ 

IT IS^UST RN 
ENGINE. F? 








^ YOU SE£’Vt»U ^ y 

burn vdur people whhN 

FEAR flNP PREJUDICE RNP 
THEIR OWN TERROR BUNPS 
^THEM ID THE TRUTHS ' 


r YpLi HRU'E 
UNFINISHED 
BUSINESS WITH 

MB/ 




Next month: Just Desserts.. 
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n issue 

HUDIOED 


YOU AND THE ENEMY- ONLY ONE OF YOU WILL SURVIVE 




/Ml 


Ybur Jiu UY (All Weather- All Terrain) jet stands fully fuelled 
arid f u II y armed. A vast Inva sio n fleet rs a echo red just off your shores , 
Ground forces have come ashore and are advanang cm your positions 
protected by massive air cover. 

You are the last fighter pilot. Your country turns to you and asks 
"A re you good enough too# colled an ACE T f f 


HE ■ ULTIMATE ■ COMBAT ■ JET ■ SIMULATO 


■ 00 " 


' m 






rops^ol [I] 

IP i qq| AA 




CRn 


fifd*l| Jll 
&3 3£| A 




. J • . :i : .'^eaturmg tanks,, helicopters, 
and o totally unique 
refu*|firia sequence AC£ is the 


wmwti tn 
»«■ i Afc 


.. m r^efKrg sequence AC £ i s the 
. > 11 \ tcfMt t Wsosf a a i r com bat 

, ] grime avoidable, V^fh twin flying 




Cascade Gants Lid., 
Harrogato, 

■g* Q3 ^ HG13BG, 

Engle no 

C A S C ^ 0 f Jr Tslapktme. 

. , , \ ? „ W (04231 504063. 


mode (using two:|ey sticks) you 
can fly and tight with your 




memo as weapons man, 

Mi — THERE IS 
NO OTHER GAME LIKE m 


5^?w«ihot|i3Tiis!fc^nafT5f|t-&i* (Ji t* ^fr'iipn, £■ Ifrwwl VlOOda tKrf haw gfiwnd obgtds 





, from tJieprssLJ'amrning team 

that brought yob the Sensational No.1 


*rf* i". 
comes 


Officially Licenced 


Mailorder 

Just send 3 cheque or postal order payable 
to Elite* or quote your Access or Visa no. to 
get your copy of Ghost's 'n' Goblins 


Spectrum 48/128 — £7.954cass) 
Amstrad — £8.95 (cass) 

— £14^95 (disc) 
Commodore 64/128 — £9.95 (c*tss) 

— £14,95 (disc) 
BBC B/ Electron — £9.95 (cass) 

— £14.95 (disc) 
Commodore C 16 /-|r 4 — £7.95 (cass) 



Elite Systems Ltd. Anchor House, Anchor Road* Aldridge* Walsall, England. Tel : 0922 59165 Telex : 335622 









